
r BRITAIN'S > 
BIGGEST & BEST 


Sensible Soccer, Addams Family, Fire 
& Ice, Monkey Island 2 & More! 


If you can read this, your 
disk is missing. 

Ask the newsagent. 
















































TM and © 1991 Paramount Pictures. All rights reserved. 

The GODFATHER is a trademark of Paramount Pictures. 

U.S. Gold authorised user. 

G-LOC™ 

At the controls of an 
experimental super 
W / - ^ plane you plunae 

2 neadfirst into the 

unknown fighting 
Ij territory. Fast ana 
a IM frantic G-Loc takes 

K mSHTTHM you to the 

Sir edge! 


The Godfather™ 

A computer adventure which 
captures the very essence of the 
Godfather trilogy, 
where Domination, Power, 
Wealth and Justice are all part 
of the game plan. 

• Digitised sound effects. 

• Full colour bitmaps allowing 
stunning detail and realism. 

• Unique graphic interaction 
sequences. 

Available on: Atari ST, Amiga 
and PC (VGA only) 




36 missions and three 'player 
selectable' modes. 

Armed with impressive lazers and a missile 
guidance system. 


Indiana Jones™ and the 
Fate of Atlantis Action Game 

Nazi Germany has rediscovered the Lost Kingdom 
of Atlantis, and with it the formula to 
produce the ultimate bomb. 
Only one obstacle stands in their way - Indy! 


Available on: C64 & Amstrad 
cassette & disc, Spectrum 
cassette, Atari ST and Amiga 


• 9 lavishly detailed action packed locations. 


© 1990, 1991 SEGA™. All rights 
reserved. G-LOC™ is a trademark 
of SEGA ENTERPRISES 
LIMITED. 


iy< 

Dazzling 3D isometric world - click from 
one camera angle to the next. 
• Awesome animation, music and 
sound effects. 


Indiana Jones™ and 
the Fate of Atlantis 
©1992 LucasArts 
Entertainment 
Company. 
All rights reserved. 
Indiana Jones and 
Indy are registered 
trademarks of 
Lucasfilm Ltd. 








































SERIOUS EXPERIENCE! 



Software 2000's The Manager 
The definitive football management 
simulation featuring all clubs in 
the 199M 992 top 3 
league divisions. A * 

• Select your team m WbF Jm 
and choose from m 

a 1 year, 3 year | > 

or unlimited gameMM W*** 8 * A i 

• 3D animation V& 
sequences let you W 
watch highlights of 'W. 
your team in action. M 

• Manage your money ^ 

as well as a team. M mrt, A 


KktxV'C^ 




Available on: 
Atari ST, Amiga 
and PC (VGA only) 
© 1992 Software 
2000. All rights 


reserved. 


Available on: 
Amstrad & C64 
cassette & disc. 
Spectrum cassette, 
Atari ST, Amiga & 
PC and 
compatibles. 


A SERIOUS 
EXPERIENCE! 

U.S. Gold Ltd., Units 2/3, Holford Way, 
Holford, Birmingham B6 7AX. 

Tel: 021-625 3366. 


ac«2* 


NEED HELP? CALL THE 


HINTS & TIPS LINE 


LEGEND OF DARKM00N (EYE OF THE BEHOLDER II) • SHADOW SORCERER TEL: 0839 654 139 
HILLSFAR • DRAGONS OF FLAME * HEROES OF THE LANCE TEL: 0891 442 025 
CURSE OF THE AZURE BONDS • POOL OF RADIANCE 
• CHAMPIONS OF KRYNN TEL: 0891 442 026 
BUCK ROGERS • SECRET OF THE SILVER BLADES • EYE OF THE BEHOLDER TEL: 0891 442 030 
OPERATION STEALTH • ANOTHER WORLD • CRUISE FOR A CORPSE TEL: 0839 654 284 
LUCASFILM HELPLINE • LE CHUCKS REVENGE (MONKEY ISLAND 2) • INDIANA JONES 
• ZAK MCKRACKEN • MANIAC MANSION • LOOM • SECRET OF MONKEY ISLAND 
• BATTLE OF BRITAIN TEL: 0839 654123 
NEW RELEASES • COMPETITION TEL: 0839 654124 
COMPETITION - £200.00 WORTH* OF U.S. GOLD GAMES 
TO BE WON EACH MONTH. 


At Retail Prices 

If you are under 18 please get permission to use the telephone. Calls cost 36p per mil 
48p per minute all other times. 












































12 NEWS 

Bong! Some new games come out. 
Bong! Some software company 
starts up. Bong! Something else 
happens. 

16 LETTERS 

Points of contention, points of 
order, points of view and all that 
sort of stuff. 
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21 ONE ON ONE 

Tom Watson, the man responsible 
for the construction of one of the 
highest-profile publishing houses in 
the UK and currently boasting the 
most talented line-up of develop¬ 
ers in the world, talks to a similarly 
successful software figurehead, 
Cary Whitta. 


rocity gong for offering this simply 
marvelous compo prize, allowing 
the scorer of the finest Sensible 
Soccer goal to go abroad and 
watch some soccer. 


24 WIN A FOOTBALL 
HOLIDAY! 

Renegade earn themselves a gene 


84 BE IN LURE OF 
THE TEAAPTRESS 2! 

Get your ugly mug into Virgin's 
blockbuster sequel by identifying 
the various elements of our own 
Frankenstein's Monster of Games! 


87 CHEAPOS! 

Got a spare £7.99 left over after all 
those Orange Maid lollies? What 
better way could there possibly be 
to spend it than by investing in 
some budget fun? None - that's 
what! 


96 SUBSCRIBE! 

Get that social interaction down to 
the absolute minimum - subscribe 
to The One and you need never 
leave the house. 


Telephone: 0858 410510 

Credit Card Orderline: 0858410888 

The One is produced with Apple Macintosh Desktop Publishing, using Quark 
Express, Adobe Illustrator, Theatrics, Adobe Photoshop and many, many more. 
Film output by Team, 105-109 Oxford Street, London W1, Printed by Thames- 
mouth. 

No port of this magazine can be copied or transmitted by any means, mechani¬ 
cal or otherwise, stored in a data retrieval system or in ony other way ripped off. 
Because not only is it a most un-righteous sort of thing to go around doing, but 
because it's uttwy ogoinst the law. 

Did you heor the one about the rugby magazine that suggested all its readers 
went and played football? Or the cor magazine that suggested all its readers 
went and benight motorbikes? Or the fishing magazine that suggested all its 
readers went and played tennis? Of course not. It would be a ridiculous thing to 


98 PD ZONE 

Right-on (and soon to be boss) 
David Upchurch from Islington 
shows us running dog capitalists 
the way of the future - free soft¬ 
ware. 


In yet another world-drubbing exclusive, we unveil 
the sequel to The Biggest Game of All Time Ever and 
talk to its creator, David Braben. This month, we've 
got the first ever published screenshot. Gripes! 


©EMAP Images 1992 



























101 PREVIEWS 

A bit like Things to Come, except a 
nundred times better, and without 
all the poncey language. 


Neeeeeeeeeeeoooooooooow! 
Psygnosis take a break from side 
-on scrollers to produce a 3D 
bike racer with helmetfuls of 
playability. 


SEYMOUR IN HOL 


GAMES FEATURED IN THIS ISSUE 


THE ADDAMS FAMILY TIPS PULLOUT I 8 


REVIEW 


PREVIEW 


PREVIEW 


REVIEW 


PREVIEW 


CHEAPOS 


SPECIAL 


TIPS PULLOUT 1 12 


PREVIEW 


REVIEW 


REVIEW 


REVIEW 


REVIEW 


PREVIEW 


MONKEY ISLAND 2 


TIPS PULLOUT! 4 


SENSIBLE SOCCER 


TIPS PULLOUT 


CHEAPOS 


CHEAPOS 


SPACE CRUSADE 


TIPS PULLOUT! 14 


CHEAPOS 


STRIKER 


REVIEW 


WALKER 


DMA Design (those people who 
brought you Lemmings, don't you 
know) have been beavering away 
on their latest creation, Walker 
(based on the AT-ST from out of 
Return of the Jedi don't you know) 
and we've been asking them all 
about it (on page 36 - don't you 
know anything?!) 




KILLZO 

.. In The JUliddle 


PREVIEW 


REVIEW 


Har har! Beware software pub¬ 
lishers! Your puny games are no 
match for Kommander Killzone 
and his battalion of games 
stormtroopers! Dedicated to the 
liberation of gamers imprisoned 
in tricky levels everywhere, K.K. 
is a new kind of hero for Britain, 


PREVIEW 


REVIEW 




105 GAMES INDEX 

A nightmare of research and re¬ 
typing, just to help your games 
purchasing decisions. And what 
:-anks do we get? None. I ask you. 


NIGEL MANSELL'S WORLD 
CHAMPIONSHIP_ 


time programmer in really important game shock! We talk to 
an Hibbard, Gremlin newboy and man behind Mansell. 

























































bies! With some gentle encourage¬ 
ment from his boot, Divinius sends 
Hokus and Pokus through the tele¬ 
port door with orders to round them 
all up and bring them back again... 

Without wishing to start legal ruc¬ 
tions, it has to be said that Troddlers 
is very 'Lemmings-y'. Certainly 
there's no difference at all in the 
basic aim - guide your Lemm - sorry! 
- Troddlers to the EXIT doorway, 
keeping as many alive as possible. 
However, you'll discover that it's 
quite a different game to Lemmings 
to play although just as addictive, if 
not more so! 

This excellent demo boasts six lev¬ 
els of increasingly brain-teasing 
action and will show you many of 
the wonders of the Troddlers' world. 
The final game will boast over 160 
(!) levels along with a simultaneous 
two-player option where you and a 
friend can either co-operate or com¬ 
pete to rescue the tiddly Troddlers! 


INSTRUCTIONS 

GETTING STARTED 

Select the Troddlers demo from the 
disk menu. Once loaded you can sit 
back and watch a demo level played 
out for you by the computer. If you 
don't fancy that then hit ESCAPE to 
get into the demo proper. If you've 
played the demo before and want to 
skip some of the early levels, then 
tap FI to bring up the passcode 
screen. A passcode is given to you on 
the information screen that pops up 
before each new level. This screen 
also tells you other information 
about the level to be played, such as 
number of Troddlers that must be 
rescued or any special conditions 
that must be met or enemies to be 
avoided. 


TRODDLERS 




Storm don't release a heck of a lot of 
stuff but when they do you can bet 
your bottom it'll be a doozy. Trod¬ 
dlers, we're pleased to say, looks set 
to carry on that honourable tradi¬ 
tion. 

The plot goes something like this: 
Hokus and Pokus are two cutesy 
little apprentices to the wizard 
Divinius who unfortunately are a 


little lacking in the brain depart¬ 
ment. While cleaning out the sor- 
ceror's store cupboard one day, 
Hokus and Pokus come across a box 
labelled 'WARNING! Instant Magical 
Troddlers. DO NOT TOUCH!'. Think¬ 
ing that they could use a little help 
with the cleaning Hokus and Pokus 
eagerly open the box.... 

There's a sudden boom, then hun¬ 
dreds of baby Troddlers flood out of 
the box and into the room. As if gift¬ 
ed with some uncanny homing abil¬ 
ity, the Troddlers make for a nearby 
teleport door (you know what these 
wizard's castles are like) and disap¬ 
pear. Just as the last Troddler is div¬ 
ing into the magical portal, Divinius 
bursts into the room. He's madder 
than Hell - teleporting can cause 
Troddlers to turn into deadly Zom¬ 
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Zowieee! Removing those disks from the cover of 
the magazine was probably a rather painful 
experience, as they're full of such ball-bustingly 
good software. But don't despair if you're now 
feeling slightly chafed, as the quality and excellence 
of the contents will send you into a virtual trance 
of happiness. 


LOADING YOUR DISKS 

Want to load your disks? Easy. In fact, it's so easy that the 
only way we could make it any easier is by coming round to 
your house and loading the disks for you. But, being the top 
international mega-stars that we are, we'd never dream of 
stooping so low so you'd better listen up and pay attention 

to the following instructions: 

(1) Select the disk - either Disk A or 
Disk B - you'd like to look at. This is 
probably the trickiest part of the 
whole deal because they're both so 
damn good. 

(2) Insert the disk in the drive slot on 
your Amiga. 

(3) Turn on your Amiga. 

(4) A menu bearing something simi¬ 
lar to The One's logo will appear. 

Select the game or demo you wish to play by pressing the 
appropriate function key. There may be a small delay 
:etween the game loading and something appearing on the 
>:reen. Don't worry, your computer hasn't blown a gasket - 
there's just some heavy-duty decompaction going on. 

There is no fifth point. See? We said it was easy. 


CONTROLLING HOKUS 

0 - 9 the game use the joystick to 

m • ’ Hokus left and right and push 
• ; : —ake him jump. You can steer 
- r the air by moving the 


STAIRWAY TO HEAVEN 

The aim of the game is to build a 
pathway for the Troddlers so that 
they can reach the EXIT door safely. 
To help him do this Hokus is blessed 
with the magical ability to create or 
demolish blocks. To do this, make 


Hokus stand still and hold down 
FIRE. Now push the joystick in any 
direction. A crosshair will appear. If 
the crosshair is floating in empty 
space then releasing FIRE will cause 
a block to appear. If the crosshair is 
over a block then releasing FIRE will 
cause the block already there to dis¬ 
appear. It sounds a bit complicated 
but it's a lot easier in practice than it 
is in theory. 


CALIFORNIA GAMES 2 


If you # ve ever fancied trying hang¬ 
gliding but don't fancy the thought 
of being dashed to death on some 
jagged rocks at the bottom of a 
400ft-high cliff, then this may just be 
the demo you've been waiting for. 

Hang-gliding has been taken from 
US Gold's imminent California 
Games 2, sequel to the classic Epyx 
hit. It's just one of the five events in 
the full game - as well as hang-glid¬ 
ing you can practice alone or com¬ 


pete with your friends at jetsurfing, 
bodyboarding, snowboarding and 
skateboarding. They're all great fun 
so if you're searching for some sum¬ 
mer sporting activity that means you 
don't actually have to get off your 
lardy butt (good news for Whits) 
then look no further. 

Unlike most other games, there's 
no 'end' as such. The fun comes from 
learning how to fly the hang-glider 
well, using the thermal air currents 
to climb or descend, speed up or 
slow down, performing stunts and 
bombing the targets bobbing up and 
down in the water below. Everything 
you do well earns you points, espe¬ 
cially landing safely back on the cliff 
you launched off from! Try playing 
against your friends! 

INSTRUCTIONS 

GETTING STARTED 

Select the California Games 2 demo 
from the disk. Hit the joystick's FIRE 
button to get through the title 
screen. Eventually a menu screen, 
showing five beach dudes standing 
around an old VW 'Beetle', will 
appear. Use the joystick to move the 
seagull cursor around. Move it on to 
the 'DOS HIGHWAY' sign and hit^ 
FIRE and you'll exit the demo soj 
don't do that. 
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AND THERE r S MORE... 

On your travels you'll find lots of juicy 
fruit bonuses, meet lots of weird crea¬ 
tures and encounter lots of strange 
obstacles, but it's probably more fun for 
you to discover them and how to deal 
with them yourself. Two words of warn¬ 
ing, though: beware the deadly Zombie 
Troddlers because they'll drain your ener¬ 
gy (they can be killed - but how?) and 
don't let differently-coloured Troddlers 
meet because they'll explode if they do! 






















PRACTICE 

Move the seagull onto the girl with 
the hang-glider and hit FIRE to start 
practising. There'll be a bit of disk 
loading then you'll be presented 
with a picture of the girl standing 
poised on the edge of a cliff. Hit FIRE 
to launch her into the void. (Hint: 
Watch the wind sock and wait for a 
good onshore breeze.) 

FLYING THE GLIDER 

Once in the air, control the hang- 
glider using the following joystick 
controls: 

LEFT 

- Turns the glider around if flying 
right. Levels the glider out if flying 
left. 

RIGHT 

- Turns the glider around if flying 
left. Levels the glider out if flying 
right. 

UP 

- Makes the glider climb. Be care¬ 
ful you don't stall! 

DOWN 

- Makes the glider dive. 

FIRE 

- Launches a water ballon. The high¬ 
er up you launch the ballon the more 
points you'll score if you hit a target. 


PERFORMING STUNTS 

To perform a 540° turn, go into a 
turn and hit FIRE (if you time it right 
you won't lose a water balloon). To 
swoop, push UP until you stall at 
high altitude. Allow the stall to take 
you into a steep dive, build up speed 
then pull out by pushing UP at the 
last moment. To loop, perform a 
swoop as before, then push UP and 
LEFT or RIGHT to go into the loop. 
Remember: You have just two min¬ 
utes to perform all your stunts 
before you have to head back to 
terra firma. (Hint: Practice, practice, 
practice!) 

COMPETING WITH YOUR 
MATES 

Return to the main menu and move 
the seagull on to the 'ENTER COM¬ 
PETITION' sign and hit FIRE. A score- 
board will appear. Type in each com¬ 
petitor's name and hit RETURN after 
each entry. When you've finished 
entering everybody's name keep tap¬ 
ping RETURN - eventually you'll 
return to the main menu. Move the 
seagull onto the hang-glider girl and 
hit FIRE to highlight the event. Move 
the seagull onto the 'DONE' sign and 
hit FIRE. Now - get 'gliding! 


* Requires original EPIC to run. 



UNITED FEDERATION WAR COMPUTER 1 


OBJECTIVE TWO 

PROCEED DIRECTLY TOWARDS 
THE PLANET M\D ATT ACK THE 
TWO PRIMARY TARGETS. 

1. THE DID RESEARCH LABS 
Z. THE ONE CENTRAL COMMAND 



So you think you're hard and clever 
because you've defeated the Rexxon 
Empire? Well, you ain't seen nothing 
yet! Get ready for the biggest fight 
of your life with these two EXCLU¬ 
SIVE missions for Ocean's EPIC (in 
every sense of the word) space 
extravaganza, courtesy of those 
great guys at Digital Image Design. 

The missions featured here are a 
sort of prequel to the events in EPIC. 
A Rexxon fleet has attacked the 
outer Federation colony DIDY ALPHA 
ONE. Seeing this as a perfect oppor¬ 
tunity to test out the EPIC ship 
before the trek to Ulysses VII, the 
Federation bosses send you and your 
ship into the battlezone to sort 
things out. 

In the first mission, you have to fly 
to DIDY ALPHA ONE. Only one thing 
stands in your way: a massive - and 
we mean massive! - Rexxon fleet. Lit¬ 
erally hundreds of Rexxon ships both 
big and small are just itching to fill 
you full of plasma. (DID reckon this 
space battle is bigger than any in the 
original EPIC game - you have been 
warned!) 

Having inflicted heavy losses on 
the Rexxon's in space, the second 
mission take you down onto the 
planet itself to wreak more havoc. 
Here you have to destroy two major 
Rexxon installations: the DID 
Research Labs and The One Central 


Command. Several factors conspire 
to make this tougher than it might 
be, i.e. there are hundreds of enemy 
ships flying around, each installation 
is protected by a shield generator 
and, worst of all, the Rexxon's are 
jamming your radar meaning you 
have no planet map to guide you! 

This has to be the ultimate test for 
the cocky EPIC starpilot. Are your fly¬ 
ing skills up to the mark? Load up 
the missions and find out... 

INSTRUCTIONS 

GETTING STARTED 

Select EPIC missions from the disk 
menu. After a brief wait the game's 
credits will appear, followed by the 
mission briefings. As you'll see, the 
mission briefings are rather more 
impressive than in the original EPIC 
game. DID plan to use this sort of 
front end in the forthcoming full 
mission disks so remember where 
you saw it first. If you want to skip 
the briefings and get into the game 
then tap the left mouse button. 

Following the briefings and mes¬ 
sage will pop up asking you to insert 
your original EPIC game disk. Do as 
instructed to let battle commence! 
All control is as in the original game, 
although the keypad ENTER cheat 
has been disabled to make things 
tougher for you. Notice that you've 
been given a full complement of 
weapons to help you survive. You'll 
need them all, believe me! 

OBJECTIVE ONE 

Blast the Rexxons, basically! Destroy 
as many ships as you can. When the 
'% COMPLETE' indicator reaches 
100% you'll fly down to the planet. 



OBJECTIVE TWO 

Blast the Rexxons again! Locate the 
two major Rexxon installations and 
destroy them - you can't finish the 
mission without doing so. Take out 
anything else meaty looking you 
come across. Achieve 100% COM¬ 
PLETE to fly home to victory! 
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COVERDISKS 



when you've finished. Now select 
PLAY from the menu. 


INSTRUCTIONS 

GETTING STARTED 

Select Wizzy's Quest from the disk 
menu. After a lengthy session of 
loading some game credits should 
appear then, after a bit of a wait, the 
game's title screen. Double click on 
•he PLAY icon with the mouse point¬ 
er to get into the game. 

An animated intro will appear 

explaining Wizzy's Quest's _ 

slot. Hold down FIRE on the 
3 /stick to speed it up and get 
*d the game's menu screen 
-ore quickly. Select PLAY from 
the menu to get going. 

If you want to enter a pass- 
ode given earlier select OPEN 
SECRET DOOR! from the menu, 

*,pe it in and press RETURN 


Battlements last month. Match 
h is one of those games that 
ls rather unappealing but con- 
s mmense playability beneath its 
•ous surface. 

hero is Patch, a little yellow 
*y guy. Guided by you. Patch 
to jump around the platforms, 
o ng the various bad guys. The 
• n this rather simple tale is that 
todies come in various flavours, 
' of which is only vulnerable to 
special weapon. Patch can 
weapons by dropping 
the different holes in the 
' and discover by trial and error 
th weapon kills what, 
sr catch here is that if Patch hits 
with the wrong weapon 
» m 1 mutate into another mon¬ 


ster type! The baddies also mutate if 
they drop through those holes in the 
floor mentioned earlier. Clear the 
screen of creeps and Patch can move 
on to the next level. In addition there 
are various bonuses, both good and 
bad, to be picked up. 

And that's Match Patch. It's 
playable, it's addictive and it's fun, 
fun, fun! 

INSTRUCTIONS 

GETTING STARTED 

Select Match Patch from the disk 
menu. Once loaded, hit FIRE to start 
the game. Move Patch left and right 
with the joystick and push UP to 
make him (?) jump. Tap FIRE to make 
Patch launch a missile in the direction 
he' facing (the weapon currently held 




Super and simple. Duel is a two-play¬ 
er Battlezone clone. Set on a vast 
plain strewn with blocks and boul¬ 
ders, two futuristic armoured tanks 
do battle. Only one can survive. Will 
it be you? 


INSTRUCTIONS 

GETTING STARTED 

Select Duel from the disk menu. 
Once loaded, you'll be shown the 
title screen. Not that it features a 
scorecard to show who's winning 
more battles. You can erase these 
scores by using the joystick to high¬ 
light the RESET panel and hitting 
FIRE. To start rucking, highlight the 
BEGIN panel and hit FIRE. 


CONTROLLING YOUR TANK 

Duel is a strictly two-player-only 
game, so you'll need two joysticks, 
one in each joystick port. To move 
about, do the following: 




is shown by an indicator at the top- 
left of the screen). Make Patch drop 
through the holes in the bottom of 
the floor to change weapon. 

Bonuses appear randomly from 
time to time and they can be picked 
up by simply touching them. Watch 
the title screen for a while to find out 
what each bonus does. Be warned 
now that some of them are deadly! 
Also, pay attention to the big timer 
- if you haven't killed all the on¬ 
screen baddies by the time it reach¬ 
es zero then Patch will lose a life. 




- Rotate the tank. 


- Fire. 

The scale to the left of the player's 
window indicates velocity. If the bar 
is positioned right in the middle of 
the scale then the tank will be sta¬ 
tionary. If the bar's higher than this 
then the tank's going forwards, 
lower it's going backwards. 

The scale in the middle of the 
player's window indicates the speed 
of rotation left or right. Obviously, if 
the bar is in the middle of the scale 
then the tank is not rotating at all. 

The scale to the right of the play¬ 
er's window indicates the damage 
sustainable by the tank. If the scale 
dwindles to zero then the tank is 
destroyed. 




Match Patch, Wizzy's Quest 
and Duel are PD games and 
were supplied by: Fortiss PD, 
P.O. Box 2, Earl Shilton, 
Leicester LE9 8LU. 


1. While we at The One make every 
effort to check the coverdisks for 
all known viruses, we can accept 
no responsibility for possible dam¬ 
age caused by viruses which may 
have escaped our attention. 

2. The One and its retailers are not 
liable for any unnotified change to 
the contents of the coverdisks 
which may occur. 














BASED ON OFFICIAL GOVERNMENT 
DOCUMENTS. SHUTTLE IS THE MOST 
ACCURATE AND COMPREHENSIVE 
SIMULATION OF NASA'S SPACE 
SHUTTLE EVER PRODUCED FOR ANY 
HOME COMPUTER. 
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AVAILABLE FOR 

P.C. & COMPATIBLES, ST & AMIGA 

© 1991 Virgin Games, Ltd. All rights reserved 
© 1991 Vektor Grafix, Ltd. All rights reserved 
Virgin Games Ltd. 338A Ladbroke Grove, 
London W10 5AH 

Tel: 081980 2255 Fax: 081960 9900 













































E W S 



GAMESMASTER GOES LIVE 
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Channel 4's top-rated computer 
^ames show Gamesmaster has joined 
forces with The One's publishers 
EMAP to stage a special live show at 
*^e end of the year that promises to 
oe bigger than any computer event 
ver organised. 

Entitled Gamesmaster Live # it's a 
massive games expo to be staged at 


the Birmingham NEC between the 
4th and 6th of December. Based 
along similar lines to the European 
Computer Entertainment Show of 
two years ago, Gamesmaster Live will 
be attended by all the top names in 
the games business who will be 
showing off their wares for Christ¬ 
mas and 1993. Essentially it's a multi¬ 


format show, though the Amiga is to 
be featured strongly, and there are a 
number of glamorous TV-style events 
planned. Not least of these is a life- 
size reconstruction of the Games- 
master studio, where show visitors 
will be able to take part in games 
challenges compered by show host 
Dominik Diamond, and have Conso- 


letations with the Gamesmaster him¬ 
self, Patrick Moore. "A fun day out 
for all the family" is how EMAP's 
marketing machine is describing the 
event, and they should know. 

We'll be making more announce¬ 
ments about Gamesmaster Live clos¬ 
er to the event - for the moment, 
you'll just have to wait and salivate.. 


Palace bites the 
dust 


**er almost a decade of publishing 
d several months of legal wran- 
gs with its parent company, 
ace Software finally closed down 
st month. 

'he company behind classics like 
oarian. The Shoot'em-up Con¬ 
ation Kit, International 3D Tennis, 
•Tiic Pirate and countless others 
r the years has gone into volun- 
liquidation, leaving several 
es stranded mid-development, 
lost serious of these is Hostile 
3 which, though completely fin- 
: (and reviewed two issues ago) 
: .v unlikely to be released in the 
a ate future. Palace's offices 
: >:aff, based in central London, 
now become the UK arm of 
~ favourites Titus, who have 
'eleasing games through the 
•moany for the last few months, 
-menting on the closure, ex- 
. r ooss and now top Titus man 
- Stone said "The main problem 
tifeat everything is in limbo right 
** e ^e very busy with Titus, but 
:«« *s <e Hostile Breed and Super 
Kt a an II have to find homes - 
oie * :~es may well turn out to be 



Palace's Hostile Breed - just one of the titles left in limbo by the company's collapse. 


l n 


with Titus, I don't know." According 
to Stone work is continuing on Super 
Barbarian, but the shake-up might 


well mean its release being delayed, 
perhaps into next year. "Hopefully by 
the next issue of The One I'll have 


more definite information on the 
state of the games," concludes 
Pete. Let's hope so... 
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nture played 
t^lpovie sets. 

i^pis cutting 
k is to search 
a black and 
to cartoon, 
canisters. 


young filmech|Qr has had his film stole 
jm tiuy^Bffoefore the film’s premiere. Yi 
trough the six different movie sets rangii 
rhite, science fiction and horror levels tl 
western and fantasy sets to retrieve the 
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(Above) Amiga veterans will instantly 
recognise this as Interplay's classic Battle 
Chess, the game where the pieces come 
alive and then proceed to attack, maim 
and kill each other on the chequered 
board. Basically it's the same game, 
although now you get a comprehensive 
animated tutorial to get you off on the 
right foot. Let battle commence! 


(Above) CDTV Sports Football is, of course, a CD incarnation of the old 
Cinemaware classic TV Sports Football. Basically, the game and graphics are much 
the same, although this new version makes use of the CDTV's quarter-screen video 
capabilities combined with top chromakey techniques to produce some smart live- 
action sequences that segment the game action. And of course the TV-style pre¬ 
sentation has been played right up. Looks nice, doesn't it? 


(Right) In Sherlock Holmes - Consulting 
Detective, the CD-owning player gets to 
step into the shoes of Sir Arthur Conan 
Doyle's famous sleuth. It's another one 
featuring live-action full-motion video 
footage as the player chats to real actors 
in his travels around 19th Century 
London. The whole thing has a very 
Victorian feel, of course, and there are 
plenty of cases to solve in a game set 
over four parts. Elementary, eh? . 


AIUD 


SOME 


ALL THIS 


GAMES, 

TOO! 


CDTV and A570 owners are in 

- a bit of a treat games-wise as 
.e<i, with a plethora of new titles 

- ving for those with CD drives 
er the next few months. Unfortu- 

v, as has become typical of most 
: so-tware, a lot of it is that bor- 
: c r oductivity and infotainment" 
Saotrap that nobody is interested in. 
e'e are some tasty games on the 
9 f, enough. Lucasfilm is producing 
ID version of Indiana Jones and 
.as: Crusade for September, but 
- '-e meantime here's a tantalising 
*3 tide you over... 


CDTV 


SERIOUS 


Commodore is breathing life into its 
flagging multimedia machine the 
CDTV this month with a new range 
of peripherals that theoretically turn 
the machine into a sexy black games- 
playing station. 

The three new add-ons to be 
released are 96-key keyboard, a 
mouse and a floppy disk drive. With 
everything plugged into the CDTV 
base unit (which is basically just an 
Amiga processor running a CD drive), 
you've got a swish CD Amiga - admit¬ 
tedly it's practically no different to 
if you had an Amiga with an A570 
drive, but at least it looks nicer. 

Commodore is releasing the CDTV 
bundled with all the bits and bobs 
under the moniker of the Multime¬ 
dia Home Computer Pack, and is 
priced at £599.99. For anybody think¬ 
ing about splashing out on a new 
Amiga, it mightn't be such a bad idea - 
it works out cheaper than buying an 
Amiga and CD drive separately, and 
looks well hard with its all-black trim. If, 
however, you've already got a CDTV 
and want to turn it into a decent 
Amiga, you can buy the bits separate¬ 
ly. The disk-drive is £99.99, and the 
mouse and keyboard are £49.99 apiece. 

You sexy thing - the all-new CDTV bun¬ 
dle is the ultimate fashion accessory for 
stylish Amiga gamers. 






















Will wonders never cease? For no apparent reason (other 
than this rather weak photo opportunity). Commodore decid¬ 
ed to introduce top Chelsea midfielder Vinny Jones to the 
wonders of Amiga gaming by giving him a free A500. As this 
picture shows, boot boy Vinny is well chuffed with the 
machine, which he has set up in his kitchen (!) and apparently 
enjoys playing Kick Off 2 on. Although how he expects to 
score any goals while he's holding the joystick in such a limp- 
wristed manner is beyond us. 


to 


LLi 
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Amid a cacophony of trumpet-blowing, Enter¬ 
tainment International launches its new budget 
label Touchdown upon an unsuspecting world. 
The first two products to hit the streets - Emlyn 
Hughes International Soccer and Sleeping Gods 
Lie - are reviewed in this month's budget sec¬ 
tion, and are to be followed up in later months 
with other top re-releases like Pipe Mania and 
Paradroid 90. So, to celebrate this momentous 
occasion, the lovely guys and dolls at Ent Int 
have given us some smart prizes to give away. 
The senders of the first fifteen correct entries 
will each receive an excellent Touchdown T-shirt • 
and a special green squeezy American football! 
They're brilliant! All you have to do is answer 
these three simple questions: 

1) What position did Emlyn Hughes play 
for England? 

2) In which year did Pipe Mania origi¬ 
nally appear? 

3) Who programmed Paradroid 90? 

Send your answers on a postcard to Touch¬ 
down!, The One, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. The closing date is 21st 
August, the editor's decision is final and no cor¬ 
respondence will be entered into. 



When you walk into that software 
shop, the row upon row of enticing 
shiny boxes can be Just too over¬ 
whelming for the average punter to 
handle. So to point you in the right 
direction, we pick out what we believe 
to be the six titles currently available 
to buy that are most deserving of your 


hard-earned sponds... 



MONKEY ISLAND 2 (US Cold) 

Lucasfilm's sequel to its tremendously popu¬ 
lar The Secret of Monkey Island is bigger, 
beefier and funnier than the original. Proba¬ 
bly the best adventure game on the Amiga to 
date, it's just a shame that you have to either 
own a hard drive or juggle eleven disks to 
play it. Guybrush's quest to find the fabled 
treasure of Big Whoop and come face-to-face 
with the resurrected LeChuck is gorgeous to 
look at, packed to the brim with colourful 
characters, has laughs by the bucketload and 
is suitably epic in size. Look out for the chuck- 
lesome Lucasfilm in-jokes towards the end. 
94% 


LURE OF THE TEMPTRESS (Virgin) 

Amiga-owning adventure fans should be 
dancing on the ceiling, what with this and 
Monkey Island 2 both out at the same time. 
This british-made graphic adventure is 
arguably slicker than Lucasfilm's offering 
(there's minimal disk-swapping), if not quite 
as enternaining and sweeping in scale. Chock 
full of atmosphere and puzzles, the game also 
boasts what may well be the cleverest com¬ 
puter-controlled characters ever seen. Hard¬ 
ened adventure fans shouldn't have too much 
trouble completing it - but they'll have a jolly 
good time while they're at it. 90% 


s 
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THE ADDAMS FAMILY (Ocean) 

A superb example of how a simple platform 
game should be done, The Addams Family is 
an unashamed rip-off of the Nintendo Mario 
games - but who cares? This is the game to 
show that whatever a console can do, an 
Amiga can do just as well - if not better. The 
game area is huge, making it one of the bet¬ 
ter-value buys of recent months. It's not good 
to analyse a game as simple as this too deepy, 
we'll simply say it's a hell of a lot of fun. And 
that's why you bought your Amiga in the first 
place, isn't it? 90% 



SENSIBLE SOCCER (Renegade) 

We're getting slightly tired of saying it, but 
this IS the best football game for the Amiga 
- and from reading your letters, it seems most 
of you feel the same way too. It's amazingly 
playable, got tons of depth, looks and sounds 
lovely and has bags of laughs in it too. If you 
haven't bought it already, you really have no 
excuse. Rectify the matter immediately - it'll 
be the best 26 quid you ever spent. 

93% 


RISKY WOODS (Electronic Arts) 

It's not often that Spanish developers Dinam- 
ic come up with a new game, but when they 
do it's a real corker. This arcade quality platform 
blaster is on a par with the likes of Myth - there's 
certainly enough violent action and impressive 
explosions to satisfy even the most maniacal of 
gamers. A word of warning - it's very tough, 
with the action coming thicker and faster than 
some unseasoned players may be used to, but 
veteran blasters will lap up the opportunity to 
face a REAL challenge for a change. 84% 
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STRIPTEDSERS 


O/CEMERATIOM (Mindscape) 

- ittle similar to the 3D Ultimate classics of 
?steryear, D/Generation is a fine quality iso- 

• etric arcade adventure with puzzle over- 
•: nes. The atmosphere is gloomy and involv- 

g as the player sneaks through the rooms 

* a laboratory complex that's been overrun 
. deadly genetic mutants. Certainly one of 
e better examples of puzzle-solving married 

a th no-nonsense arcade action, D/Genera- 

* on is the ideal material for whiling away 

* ose hot Summer nights. Rough, tough and 
.ell worth the effort. 89% 


...After John Madden Football and last 
month's story on Desert Strike, Electronic 
Arts has confirmed that it will definitely be 
converting another of its Megadrive hits 
onto the Amiga for Christmas. This time it'll 
be the ultra-violent motorcycle racing game 
Road Rash that gets the treatment, although 
EA is remaining tight-lipped on who is actu¬ 
ally doing the conversion job for them... 

...Rumour has it that Ocean has acquired yet 
another big-name movie licence in the form of 
Jurassic Park. The film, based on Michael Crichton's 
best-selling novel, is due out next year and tells 
the story of a genetic research plant based on a 
remote island where scientists are creating artifi¬ 
cial dinosaurs to populate a futuristic theme park. 
Naturally it all goes wrong chaos ensues as the 
dinos go on the rampage. The movie's due out 
next year and is to be directed by Steven Spiel¬ 
berg. Ocean, however, is refusing to confirm or 
deny the story... 


...Digital Integration's re-release budget lable 
Action 16 has added a new string to its bow. Now, 
in addition to the Classic and Premier ranges we 
have the cream of the crop, Supreme. The first title 
to appear on this high-profile new label is to be 
Spectrum Holobyte's classic flight sim Falcon - 
which we advise you to snap up now if you don't 
already own it. It's a bit good. Out this month, Fal¬ 
con costs £14.99 - and Mission Disks 1 and 2 will be 
following the month after at £9.99 apiece... 

...System 3 has signed a deal with toy pro¬ 
ducers Crayola, which means that limited edi¬ 
tions of the company's Silly Putty game - due 
out on Amiga in September - will feature a 
free sample of Crayola's popular multi¬ 
coloured "goo". Bet you can't wait... 
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CHARTS 


Month Ending 27th June 1992 
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FULL-PRICE TOP 40 

NE SENSIBLE SOCCER 
(Renegade) 

: NE MONKEY ISLAND 2 
(US Gold) 

3 1 EPIC (Ocean) 

- NE STRIKER (Rage) 

5 23 JAGUAR XJ220 
(Core Design) 

: NE FIRE & ICE 
(Renegade) 

NE CHAMPIONSHIP MANAGER 
(Domark) 

•: 4 FORMULA ONE GRAND PRIX 

(Microprose) 

9 25 EYE OF THE BEHOLDER 2 
(US Gold) 

•: NE THE ADDAMS FAMILY 
(Ocean) 

•' 6 JOHN BARNES EUROPEAN 

FOOTBALL (Krisalis) 

• 2 2 THE MANAGER (US Gold) 

*■ ‘I JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

•4 5 D R0JECT-X (Team 17) 

3 JOHN MADDEN AMERICAN 
-GOTBALL (Electronic Arts) 
’5 3 $ ? 4CE CRUSADE (Gremlin) 

* 8 DI22Y'S EXCELLENT 

AD VENTURES (Codemasters) 
I SI Z AAHAM TAYLOR'S SOCCER 
CHALLENGE (Krisalis) 


19 25 

20 NE 

21 15 

22 40 

23 36 

24 NE 

25 19 

26 14 

27 26 

28 29 

29 16 

30 NE 

31 18 

32 13 

33 NE 

34 NE 

35 30 

36 NE 

37 12 

38 11 

39 RE 

40 21 


PGA TOUR GOLD PLUS 
(Electronic Arts) 

APIDYA (Play Byre) 

BLACK CRYPT (Electronic Arts) 
ROBOCOP 3 (Ocean) 

ALIEN BREED (Team 17) 
WORLD SERIES CRICKET 
(Soundware) 

PACIFIC ISLANDS (Empire) 
BIRDS OF PREY 
(Electronic Arts) 

ROBOCOD (Millennium) 
POPULOUS II 
(Electronic Arts) 

EASY AMOS (Europress) 

MYTH (System 3) 

WWF WRESTLEMANIA 
(Ocean) 

SPECIAL FORCES (Microprose) 
DIZZY COLLECTION 
(Codemasters) 

EUROPEAN FOOTBALL 
CHAMP (Domark) 

AWARD WINNERS (Empire) 
LEGEND (Mindscape) 

PINBALL DREAMS 
(21st Century) 

SIM ANT (Ocean) 

ARMOURGEDDON 

(Psygnosis) 

OH NO! MORE LEMMINGS 
(Psygnosis) 


BUDGET TOP 20 

18 14 ROBOCOP (The Hit Squad) 

1 

1 

FIRST DIVISION MANAGER 

19 RE HEAD OVER HEELS 



(Codemasters) 

(The Hit Squad) 

2 

4 

JAMES POND (GBH) 

20 19 LITTLE PUFF (Codemasters) 

3 

2 

RAINBOW ISLANDS 




(The Hit Squad) 

THIS TIME LAST 

4 

3 

F-16 COMBAT PILOT 

YEAR 



(Action 16) 


5 

6 

MAGIC LAND DIZZY 

1 EYE OF THE BEHOLDER (US Gold) 



(Codemasters) 

2 THE SECRET OF MONKEY ISLAND 

6 

7 

SCOOBY-DOO AND 

(US Gold) 



SCRAPPY-DOO (HiTec) 

3 FANTASY WORLD DIZZY 

7 

9 

LOTUS ESPRIT TURBO 

(Codemasters) 



CHALLENGE (GBH) 

4 KICK OFF 2 WINNING TACTICS 

8 

18 

OPERATION THUNDERBOLT 

(Anco) 



(The Hit Squad) 

5 PGA TOUR GOLF (Electronic Arts) 

9 

NE 

WORLD CRICKET 

6 HERO QUEST (Gremlin) 



(Zeppelin) 

7 DEFENDER OF THE CROWN 

10 

13 

WACKY RACES (HiTec) 

(Mirror Image) 

11 

12 

GOLDEN AXE (Tronix) 

8 LOMBARD RAC RALLY 

12 

5 

MANCHESTER UNITED 

(The Hit Squad) 



(GBH) 

9 F-15 STRIK EAGLE II (Microprose) 

13 

NE 

TOYOTA CELICA RALLY 

10 NORTH AND SOUTH (Action 16) 



(GBH) 


14 

10 

THE NEW ZEALAND STORY 

The One's monthly Amiga games 



(The Hit Squad) 

charts are compiled and provided 

15 

RE 

BATMAN THE MOVIE 

by those fine men and women at 



(The Hit Squad) 

Gallup, and are sponsored by Pen¬ 

16 

RE 

LOMBARD RAC RALLY 

guin biscuits (scrumptious!). Oh, 



(The Hit Squad) 

and they are the copyright of 

17 

NE 

MIDNIGHT RESISTANCE 

McVities. 
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LETTERS 



There can be no avoiding it - The One's Letters pages just get bigger and better 
every month. There's nothing we'd like more than to hear what you've got to 
say for yourself and, to ensure that it happens, we give away no less than £50 
worth of software each month to the sender of the best letter. If you've got 
something to say - be it profound, trivial or just plain silly - we're all ears. So 
put pen to paper NOW! The address to write to is: Letters, The One, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU. There's also a FAX line for 
those who just can't wait to express themselves - the number is 071 972 6703. 






500 + 100 = ? 

Dear The One, 

I read your feature on the new 
A600 with interest and have a cou¬ 
ple of questions to ask: 

(1) The new Amiga has no keypad. 
Does this mean you cannot select 
external viewpoints on games like 
F/A-18 Interceptor? And what 
about selecting a person to sub¬ 
stitute on Kick Off without cursor 
keys? 

(2) The Smart Card system. Will 
there be a new gadget for A500 
owners so they can use games that 
corhe with a smart card? 

Do you know what the news is 
on Player Manager 2? And never 
mind Man Chester Utd and Arse¬ 
nal games, what about Leeds Utd? 
Anyway, I like the new look, but it 
would be nice if there were more. 
Letters pages. Anyway, I'm off for 
another go on the Indiana Jones 4 
demo. 

Karl Darley, 
/Ulalton, 
North Yorkshire. 

Your point about the numeric pad 
on the A600 is an interesting one. 
Hopefully programmers will 
ensure their future games will 
allow you to use the normal num¬ 
ber keys as well as the numeric 
pad, but it seems as though new 
A600 owners will have problems 
with games like Interceptor, Kick 
Off and Epic, where some com¬ 
mands can only be accessed from 
the keypad. Dino Dini is working 
on Player Manager 2 as you read 
this, but there's no firm release 
date as yet. We were going to 
send you some software for your 
astute observation, but then you 
\ spoilt it all by saying you were a 
Leeds Utd supporter. We get quite 
enough of that White Rose clap¬ 
trap from Team 17's Martyn 
Brown thank you very much. 

I NOT SO SMART 
I CARD 

Dear The One, 

11 read your feature on the new 




CONSOLING THOUGHTS? 

Dear The One, 

I don't want to sound discontented with my Amiga but the thing that 
really gets on my nerves is having to listen to all my mates go on about 
how brilliant their consoles are. However, I can usually put up with 
this as I know that these people are sub-normal brain-dead morons 
who have no idea of the superior capabilities of the Amiga. I was 
therefore very disappointed to read in the June edition of your fan¬ 
tastical magnificent magazine (slurp, slurp) how the new A600 has 
been designed to be a rival to the consoles. 

The odd classic platform or shoot-'em-up games, such as James 
Pond II or Project-X, are great fun but I really would like to see the 
Amiga pushed as a 'serious games machine' to quote you at The One. 
This is to say I would like more programmers to follow the lead of Del- 
phine in making games like Another World that expand the frontiers 
of gaming on the Amiga. 

If the day really does come when The One's pages are full of Mario 
and Sonic clones then I will hang up my joysticks and start looking 
at PCs. For the time being though I will have to sit back and suffer the 
jibes of my friends. However, some free software might go some of 
the way towards healing my misery (Sensible Soccer and Wizkid would 
be nice - HINT). 

Thomas Coveney, 
London. 

Your fears are understandable, Thomas, but we don't think you've 
got too much to worry about. The odd console-inspired arcade blaster 
doesn't do your Amiga any harm and with the machine as flexible as 
the Amiga is programmers will always see it as the ideal platform for 
developing groundbreaking titles like Populous and Another World. 
Though the new A600 may look like a console with a keyboard, we 
believe that we'll be seeing enough innovative software over the next 
few years to prove that it's anything but. Stay cool. 


Amiga 600 with particular interest, 
having bought an Amiga 500 just 
six months ago. Although I cannot 
see that it is any better than the 
A500 (except for the hard drive 
option), the Smart Card feature 
worries me considerably. 

A software company will have to 
design two versions of a given 
game: one with a Smart Card and 
another only on disk for those mil¬ 
lions of us who have an A500. So 
then, can't a pirate just hack into 
the A500 version of the game and 


distribute it to A500 and A600 
users alike? 

One thing Commodore could do 
is to produce Smart Card drives to 
fit the A500. This would be 
extremely unpopular with any 
A500 user and is like viewing satel¬ 
lite movies where, having already 
paid a subscription to watch the 
movie, you then have to fork out 
an extra wad of cash to buy a 
decoder. 

But this is the only way I can see 
a Smart Card being successful. 


However, I doubt whether pub¬ 
lishers will produce two versions of 
the same game or A500 owners 
will be happy to buy a Smart Card 
drive. And then you have the other 
question of "What if a pirate can 
get into this supposedly secure 
Smart Card?"... 

The upshot of all this is, of 
course, that publishers won't both¬ 
er to produce Smart Card games 
and Commodore will have wasted 
their time. Sorry, Commodore, but 
you've got it all wrong. 

Matthew Innes, 
Darlington, 
Co. Durham. 

These are only two of a bundle of 
letters we've received from read¬ 
ers worried about the A600 and 
the new Smart Card standard. 
There's very little we can do but 
wait for the first SC game to arrive 
and see what happens. But it has 
to be said, we're not exactly sure 
about the whole notion either... 


KICK OFF 1 
SENSISOCCER 0 

Dear The One, 

While reading last month's review 
of Sensible Soccer it came to my 
attention that you all seemed to be 
giving Kick Off 2 the cold shoulder. 
I would just like to point out a few 
minor details. 

(1) Kick Off 2 is and always will be 
one of the greatest soccer games 
out. 

(2) Sensible Soccer have probably 
got most of their ideas from Kick 
Off 2. 

Don't get me wrong, I'm not 
trying to put Sensible Soccer 
down. I will go and buy this just 
for the sake of argument. Sensible 
Soccer have put Kick Off 2 'The 
Final Whistle' and Kick Off 2 
'Return to Europe' together and 
they have got International and 
European club teams in one game. 

C.S. Bootes, 
South Shields, 
Tyne & Wear. 

This isn't the first letter on the Sen¬ 
sible Soccer vs Kick Off 2 debate 
and we're sure it won't be the last. 
This is an argument that's set to 
run and run, but for the record, 
here's our opinion stated clear: 
Yes, Kick Off 2 WILL always be one 
of the greatest soccer games but, 
for sheer fun value, we have to say 
we've enjoyed playing SensiSoccer 
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LETTERS 


more. By the way, there's no 
'probably' about Sensible Soccer 
getting most of its ideas from Kick 
Off 2 - Sensible Software admit 
that it was a major source of inspi¬ 
ration. And what's wrong with 
taking a great game and making 
a better one? And what other 
football games offer teams made 
up of the cast of EastEnders and 
items of Indian food? We rest our 
case. 


RADIO GA-GA 


Dear Sir, 

Having never felt the need to write 
to an Amiga magazine before I felt 
I must air my views on the latest 
Tips and Adventure Helpline. I am, 
of course, referring to Radio Vs 
DJs. 

After spending endless late 
nights playing The Secret of Mon¬ 
key Island and completing it, I 
needed something else to while 
the small hours. Then one day, 
whilst reading your magazine, I 
came across news on Monkey 
Island 2. "Great", I thought, and 
put aside the money for it straight 
away. 

Then, a few months after the PC 
version came out, I read a review 
of it in a PC magazine and it 
looked better than I had hoped. 
Realising it would be a few months 
before the Amiga version would 
surface, I placed an order for it 
with a software mail-order com¬ 
pany and waited and waited with 
anticipation. 

Then, on Monday 1st of June, 
Jakki Brambles gave out tips on the 
air about the completion of Mon¬ 
key Island 2, even before it was 
released on the Amiga. I know it's 
been out on the PC since March, 
but there surely must be more 
Amiga owners out there ready to 
buy it, even more than there are PC 
owners! 

Mr S. Doughty, 
Ilkeston, 
Derbyshire. 




It sounds to us as though Ms 
Brambles could do with having her 
wrists slapped. Naughty naughty, 
giving out tips on air and spoiling 
it for all those Amiga owners for 
whom the game wasn't yet avail¬ 
able! Perhaps some kind of warn¬ 
ing should be given out before the 
tips, so that people who don't 
want to hear can switch over 
to David 'Kid' Jensen or some¬ 


thing. We hope it didn't spoil your 
enjoyment of the game too much. 

FALLOUT 

Dear The One, 

For the past seven months I have 
cycled through rain and snow to 
get to our nearest newsagents (1.5 
miles away) in order to buy my 
copy of The One. I think your mag¬ 
azine is definitely the best - top 
reviews, brilliant layout, comical 
interviews, etc. 

But how come, whenever I get 
home and open your spectacular 
masterpiece... the front cover 
always falls off? You obviously 
spend a lot of time perfecting your 
quality reviews, how about getting 
some quality staples? 

D. Hilton, 
Newcastle-under-Lyme, 
Staffordshire. 

Hmm... We have to say, we've 
never experienced any such prob¬ 
lems with our copies of The One 
here in the office. But then this 
isn't the only letter we've received 
on the subject. The only way to 
resolve the situation is to go 'per¬ 
fect bound' - glueing the pages 
together instead of stapling them, 
like our sister mag CU Amiga. 
However, this would make it 
impossible to pull out the Killzone 
section. Which would you rather 
have? Drop us a line and let us 
know? We can't help you unless 
you help us. 


NOT MUCH JOY 

Dear The One, 

I recently bought myself the 
superb game Sensible Soccer, hav¬ 
ing read your review of it and find¬ 
ing it was just the football game I 
was looking for. I was instantly 
engrossed by its playability. How¬ 
ever, I was only twenty minutes 
into playing my new purchase 
when my joystick's fire button 
suddenly refused to respond. After 
much swearing and shouting at 
my joystick, I decided to try again 
with my other joystick. All was well 
until that one also decided to pack 
it in, just as I was starting to calm 
down. 

That is what has finally com¬ 
pelled me to write to you and air 
my views about how badly joy¬ 
sticks are made. I know that peo¬ 


ple complain about them all the 
time but the manufacturers seem 
to be doing little about it. They 
continue to bring out more and 
more different types of joystick, all 
with lots of gadgets and switches, 
but none of them seem to be 
working on a joystick which will 
actually last more than a few 
months, if it is used quite fre¬ 
quently. 

I don't throw my joystick around 
the room! I don't even own a 'joy¬ 
stick waggling' game! I just use it 
in the usual manner. So why, after 
three years, have I gone through 
seven joysticks? 

Many of my friends seem to 
have the same problem with faulty 
joysticks, but the general consen¬ 
sus on the subject seems to be that 
it is easier to buy a new one than 
to get the broken one fixed! Is that 
the manufacturers' idea? To pro¬ 
duce poorly made joysticks so that 
their sales will rise as people have 
to buy replacements? I seriously 
hope not. These joysticks don't 
come cheap, with just a basic bot¬ 
tom of the range model costing 
about eight pounds. 

I believe it's time that the 
designers of these joysticks went 
back to the drawing board and 
designed a joystick that will with¬ 
stand serious gamesplaying. Even 
if it came more expensively, I'd be 
willing to pay the cost to avoid all 
the aggravation caused by a sud¬ 
denly ruined game. 

Elliot Goodman, 
Elstree, 
Hertfordshire. 

We can only assume that you must 
be buying some very shoddy joy¬ 
sticks. Here at The One we use 
Konix Speed Kings and Euromax 
Competition Pros, and they've 
always done right by us - mind 
you, one of the Comp Pros is start¬ 
ing to look a little shaky. You'll find 
it's normally those stupid heli¬ 
copter-shaped ones that break the 
easiest and, as so often happens 
in life, the simplest designs are 
invariably the ones you'll get the 
longest use out of. 


PRAISE BE! 

Dear The One, 

Sometimes I read the Letters sec¬ 
tion in your magazine and often 
readers write in about ideas for 
your mag. Well do you know what 
I think? I think your mag is so 


BRILL, AMAZING and SPECTACU¬ 
LAR that it doesn't need any more 
ideas. So, if any of you readers out 
there write in about some ideas for 
this mag, think again and send it 
to some other crap mag like Amiga 
Format, which needs tons of ideas 
to get to a good standard of a 
mag. To put it simply, your mag is 
so brill that no ideas are needed. 
Besides, with the new style and dif¬ 
ferent change, your mag is now 
even better. The reviews are the 
exact amount that I think every 
reader wants it to be. So by now, 
everyone should know that THE 
ONE is 'the one' for Amiga 
games!!! 

Sam Stephen, 
Stafford, 

Staffordshire. 

Aw... Shucks. 


HARD MAN 


Dear The One, 

I just thought I'd drop you a line 
to say that David Upchurch is a 
poofter. His score of 273499 on 
Team 17's Waggle-O-Mania is 
nothing compared to my mighty 
effort! I scored a massive 299379 
and achieved the rank of Freak of 
Nature. Top that if you can! 

Mark Walsher, 
Dagenham, 
Essex. 

You may be interested to know 
that since we've received your let¬ 
ter, our David clocked up a new 
score 310259, which means he's 
still the waggling champ. Sorry 
chum. If you think you can do bet¬ 
ter, we're setting up a Waggle-O- 
Mania competition, with £150 
worth of software as the prize. All 
you have to do is send up a pho¬ 
tograph of the screen with your 
high score on it. Mark your enve¬ 
lope WAGGLING COMPO and send 
it to the usual The One address. 
We'll be announcing the winner in 
a few issue's time. 


IT JUST ISN'T 
CRICKET 

Dear The One, 

I am writing to complain about the 
lack of decent cricket games cur¬ 
rently available on the Amiga. 
Robin Smith's Cricket, Cricket Cap¬ 
tain and the superbly named Crick¬ 


et (v 
pies 
gam 
price 
bein 
Cricl 
coni 
I i 
crid 
whe 
Goo 

COV6 

and 

garr 

wait 

corn 

Ian 

poir 

on h 

find 


Hen 
sent 
owr 
et fc 
oug 
isn'\ 
out 
the 
con 
but 
whi 
tha] 
ca//< 
fhei 
mu( 
woi 
pav 
hav 
sho 
lnd( 
the 


Z7 

Rl 


Dea 

Wit 


hea 

pro 








* ~ it pagination) are all exam- 
:>f how not to do a cricket 

n fact there is only one full- 
: -me worth purchasing, that 
: Soundware's World Series 
«?* though that game doesn't 
n great graphics and sound, 
"'ought, last August, a good 
« t game was coming out 
The One had Graham 
<h s World Class Cricket on its 
3 sk. I enjoyed it enormously 
couldn't wait for the full 
e It is now June and I'm still 
sar :: 1 Please tell me if it will ever 

* • out, and the same goes for 
r Eotham as well. On another 
c • olease do a Work in Progress 
r t > off 3 as I am desperate to 

out what it is like. 

Matt Clark, 
Wolverhampton, 
West Midlands. 
P.S. Waggle-O-Mania was 
brilliant, I scored 309867! 

me at The One we share your 
• nients entirely, what with our 
Gary Whitta being a top crick- 
f fan (he used to play for his bor- 
you know). It's true, there 
r r a single decent cricket game 
f -^ ere , w hjch is a real shame as 
soort has top potential for 
cuter adaptation. We had a 
x ~ers at Ian Botham's Cricket 
m* :h came in this month and 
■*% • s not much cop either. We 
im ed Audiogenic to find out if 
/ery promising-looking and 
delayed Goochy game 
d ever make it out of the 
on, and they said "We 
'.i n't got a firm date yet, but it 
j id be sometime around July." 
r* rd, it may be in the shops by 
Tie ' Tie you read this. 

ZZZZZZ: THE 
RETURN 


printer then, all my hints had to be 
handwritten and the adventure 
sheets contained 'inputs' - text 
which the user typed in to over¬ 
come the more common puzzles. I 
found that highlighting these 
inputs made them stand out from 
the rest of the text and made them 
much easier to understand. 

I adopted this style for my let¬ 
ters, too. A neat letter is much 
more likely to be read than a 
scrawly one and, besides, it makes 
your letters page more colourful 
and pleasant to read! 

Stuart N. Hardy, 
Wales, 
Sheffield. 

Another one of the world's mys¬ 
teries solved. Unfortunately your 
letter does not make our Letters 
page more colourful and pleasant 
to read this month because we 
couldn't be bothered to colour the 
words in. And we promise to stop 
calling your letters 'Zzzz' if you 
promise to stop calling us The One 
for Amiga Games. It's just The One, 
thank you. 


MONKEY'S UNCLE 

Dear The One, 

I've just completed Monkey Island 
2. It's an excellent game and I 
would recommend it to anyone, 
but I have one question: What the 
hell is The Secret of Monkey Island? 

In Monkey Island 2 I was expect¬ 
ing to find out The Secret of Mon¬ 
key Island and finally *$@£ Elaine 
Marley! Does this mean there is 
going to be a Monkey Island 3? 

There were some unused items 
in Monkey Island 2, such as the 
ticket to the circus, the love bomb 
and the ticket found in the 'Big 
Whoop' treasure chest. Will these 
be used in Monkey Island 3? 


David Abbott, 

reference to my letter in the Whitstable, 

edition of The One for Amiga Kent, 

s I found it strange how you 

d my letter 'Zzzz' but then A very good question. We did a bit 
*;ded in your reply to say of poking around but nobody 
nteresting comments I'd seems to know what The Secret 

actually is - then again, if they did 
. .*,ay, just for the record, no, it wouldn't be a secret, would it? 
3 t begin highlighting certain We tried phoning Doctor David 
"ter reading your excellent Upchurch at the Games Surgery 
; eature. You see, I've been about the unused objects but 
: t for years. It all began unfortunately he was lining up a 
.vas in various helplines to tricky putt on the 15th green at 
5-bft magazines. Without my the time and wouldn't talk to us. 



Enclose £1.49 


WE BELIEVE "ISHAR" IS THE 
BEST RPG ON THE MARKET. 

BUT DON'T TAKE OUR WORD 
FOR IT.... 


“SIMPLY THE BEST OF ITS KIND.” 

CU AMIGA. 

“A GAME RPG FANATICS WILL DIE FOR.” 

CU AMIGA 89% 

“The exciting sense of adventure makes 
ISHAR incredibly smart.” 

ZERO 89% 

“A truly great adventure with the best graphics 
about.” 

ST REVIEW 87% 

“Don't pass this one by, MUCH BETTER THAN 
EYE OF THE BEHOLDER 2.” 

THE ONE 87% 

"ISHAR" a great adventure 
for YOU, 

not your WALLET 


NOW SEE FOR YOURSELF.... 

SEND FOR THE FABULOUS "ISHAR” AMIGA SLIDE-SHOW 

DEMO DISC FOR JUST 99p (+50p P&P)... 

ST, AMIGA, PC £29.99 OUT NOW 
And we'll send you details of our special money 
back offer... 

Daze Marketing Ltd, Dagmar House, 12 Old Street, London. EC1V 9AB 


Cheque/P.O's payable to: Daze Marketing Ltd. 

Name:...... 

Address:. 


Daze Marketing Ltd, Dagmar House, 
12 Old Street, London, EC1V 9AB. 
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COMPUTER 

GAME By Cirrus Software 



-Arsenal 


The ultimate football game 
featuring both 
management skills and 
arcade action... 
what more could you ask 
for! 

for AMIGA, AMIGA PLUS & ATARI ST 

£25.99 

Thalamus Europe 

Unit 29 Riverside Business Centre, Victoria Street, 
High Wycombe, Bucks. HP11 2LT 
Tel: 0494 474713 


Features: 

• Team selection with digitised pictures of 
all Arsenal players 

• Digitised action shots and pictures of 
Highbury 

• Full size pitch & fast (50Hz) scrolling 
arcade action 

• 2 player option for matches 

• Injuries, red & yellow cards, substitutions, 
penalties, corner kicks etc. 

• Full match commentary 

• Management simulation including league, 
all domestic cup competitions, European 
trophies and the ultimate World Club 
Championship 

• Database which can be updated with 
additional information on future data disks 

• Load/save game feature 



OFFICIALLY ENDORSED BY ARSENAL FC 

















































































I f you happened to make it to the 
European Computer Entertain¬ 
ment Show at Earls' Court two 
years ago, you could have hardly 
failed to notice the pomp and cir¬ 
cumstance with which Renegade 
Software was launched. Ex-Mirrorsoft 
man Tom Watson clambered onto 
centre stage, grabbed the micro¬ 
phone and spoke proudly of A New 
Way of Doing Things - not only that, 
but they'd be doing "it" in conjunc¬ 
tion with one of Europe's premier 
development teams. The Bitmap 
Brothers. The idea was to found the 
company on the same principles as 
those in the music business - Rene¬ 
gade was, after all, an offshoot of 
Rhythm King records. Programmers 


So then Tom, have things turned 
out the way you expected them? 

Er... yeah! We haven't signed any 
film licences, and we extended the 
development teams that we've 
worked with to Graftgold and Sen¬ 
sible. With both of those projects, 
even though the root by which they 
came to us was slightly different to 
normal, the developers themselves 
had the all-important say in how the 
products looked and worked. So yes. 
It's actually a very natural way of 
operating a software company, and 
certainly with the experience of hav¬ 
ing done it simultaneously with three 
different development teams, it's 
actually easier to do it this way than 
it was, say, when I was at Mirrorsoft. 


It's just over a year since Renegade 
Software launched itself on an unsus¬ 
pecting world, with heady claims of a 
whole new way of publishing games - 
not to mention a rather nifty debut 
product in the Bitmap Brothers' Gods. 
So, twelve months on, how goes the 
revolution? Gary Whitta cornered the 
company's ever-shy boss Tom Watson 
to find out. 


would be treated like musical artistes 
- proper billing on the packaging, 
with the Renegade label taking a 
back seat. They would have input on 
the packaging and marketing of the 
games, not to mention copious 
amounts of cash for their efforts. 

It's almost two years since all the 
trumpet-blowing, and Renegade has 
established itself as one of the top 
names in the business, with four 
games and four successes from three 
of the top names in the industry - 
The Bros, Graftgold and Sensible 
Software. But have they really 
changed anything? Is Tom Watson 
the New Messiah or just another 
false prophet? Well, let's ask the man 
himself... 


Has the idea of having the devel¬ 
opers closely involved with other 
aspects of the product worked 
out? 

It's really important to recognise that 
when somebody's worked on a pro¬ 
ject for a length of time, it's very dif¬ 
ficult for them just to cut off and say 
"right, that's my job done. I'm off to 
work on something else." They actu¬ 
ally want to see it through, and to be 
involved. If you've had an impression 
of your project in your mind's eye, as 
you must have if you've worked on it 
for a year or even longer, you'd be 
very unhappy to see the project 
then dealt with in a way that's 
not sympathetic to your origi¬ 
nal perception. It's not to say 
















"It would be interesting to catch someone as 
they were buying Sensible Soccer or Fire & 
Ice and ask them if they knew who the 
publisher was." 


that we back off completely and 
leave the developers to do it all 
themselves, but what we do is bring 
all the parties together so that the 
developers are involved in briefing 
the design team what the ads and 
packaging should be like. 



What happens if you come to log¬ 
gerheads over something like 
that? 

I'll tell you when it happens. We 
haven't had any real rows yet, and 
that's mostly because everybody 
tries to be mature. The important 
thing about the way the process 
works is that we all pool our experi¬ 
ence, and we hopefully come up 
with consensus decisions. Certainly 
to date there's been no conflict. 

After all the trumpet-blowing at 
the start, do you think that Rene¬ 
gade has actually made a differ¬ 
ence in any way? Has anything 
really changed? 

It would be nice to change the way 
that things are done in general, but 
we've always recognised that it's 
fairly unlikely that all the other soft¬ 
ware companies would go "My God, 
we've been doing it wrong all along, 
let's change the way we work imme¬ 
diately!". There are some companies 
that find us a bit of a pain in the 
arse, and are quite antagonistic 
towards us - in personal terms as 
well, which is quite funny. And when 
you get people to respond to you in 
that way, you think you must be 
doing something right because peo¬ 
ple are taking you seriously. It's 
interesting to see the arrival of 
Mirage, who are now saying the 
^ same sort of thing as we were 
two years ago. There are a lot of 
similarities there... But will we 


really change anything? I doubt that 
we will, though there have been 
some promising signs. Something 
very dramatic would have to happen 
for us to really change the way peo¬ 
ple work. Most companies are mak¬ 
ing reasonable profits, so they oper¬ 
ate on the principle of "if it ain't 
broke don't fix it". All we can do is 
set an example to the publishing 
community and the developers. 

Will we ever get around to this 
music industry-type situation, 
where people will finally identify 
with the actual "artist", and the 
publishing label becomes almost 
irrelevant? 

I don't know. You may have noticed 
that, as Renegade, we don't court 
publicity. The publicity is directed at 
the developers and the games. We 
try to avoid any software company 
willy-waving. I don't know how 
many Sensible Soccer buyers - and 
there have been a lot - actually 
realise that it's a Renegade product 
they've bought. It would be inter¬ 
esting to catch someone as they 
were buying Soccer or Fire & Ice and 
ask them if they knew who the pub¬ 
lisher was. 

Are you happy with the games 
you've released so far? 

Oh yes. We were very very very 
pleased with Gods. It's one of those 
true international success stories, 
and it's still selling on Amiga. It's 
actually been entirely coincidental 
that all the games so far have been 
arcadey, and over the next year or so 
you'll be seeing things other than 
just arcade-style games from us. But 
ask yourself the question - if we 
didn't do these action games, who 
would? 


How do you see the Amiga games 
scene developing over the next 
year or so? Are the new consoles 
going to make a difference? 

I think there's an overlap between 
the consoles and the Amiga, but I 
don't believe it's that substantial, 
not least because of the issue of 
multiple ownership. People do seem 
to be owning a Megadrive and an 
Amiga. That's a particularly popular 
combination. It's very real, it's very 


unfortunate, but technologically 
hardware has always proved to be 
disposable. Look at the ST, five years 
ago it was the premier 16-bit 
machine and the Amiga was small 
by comparison. Now the ST's only 
doing a fraction of the Amiga's busi¬ 
ness. And something else WILL take 
on from the Amiga over the next 
couple of years. Successful hardware 
formats tend only to be dominant 
for about five years. 



JUST LOOK AT THOSE REBELLIOUS GAMES! 

FOUR TOP-RATED GAMES IN ONE YEAR, AND ANOTHER ON 
THE WAY - NOT BAD FOR A BAND OF OUTCASTS. LET'S 
TAKE A CLOSER LOOK, SHALL WE? 


Loved by some, despised by others, 
the "cute" arcade adventure Magic 
Pockets left many people feeling 
indifferent. Arguments persist to 
this day about whether or not it's 
as good as many claim. One thing's 
for sure - the Bros' reputation was 
never quite the same again. 


Renegade's debut game was also 
the Bitmap Brothers' first arcade 
adventure - and what a fine one it it 
was too! Though some disliked it, 
there's no denying it struck a popu¬ 
lar chord with the vast majority of 
Amiga gamers, as its chart success 
testifies. 


Most arcade sages agree that 
Braybrook's super-cool platform 
battler is far better than the not- 
altogether-dissimilar Magic Pockets. 
It's horses for courses really, but we 
reckon it's the business. After the 
game's success. Cool Coyote might 
well be returning for a second 
adventure... 


What is there to say? Well, how 
about Sensible Soccer is the best 
football game ever written, and 
we'll happily see anyone who dis¬ 
agrees outside to "discuss" it. Could 
well turn out to be the company's 
biggest success yet - it's still hold¬ 
ing strong at Number One. 


Well, who can say? The latest Bitmap opus isn't due out until the Autumn, 
but it's already shaping up to be a bit spesh, with some of finest graphics 
we've seen courtesy of Brosser and part-time The One cover artist Dan 
Malone. We can't wait... 
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Screen shots from Amiga version 


© 1990 Epyx, Inc. CALIFORNIA GAMES II™ is a registered trademark of EPYX, Inc. Epyx ® is a 
registered trademark N01195270. Manufactured and distributed under licence from EPYX Inc. by U.S. Gold Ltd., 
Units 2/3 Holford Way, Holford, Birmingham, B6 7AX. Tel: 021 625 3366. Copyright subsists on this 
program. Unauthorised copying, lending, or resale by any means strictly prohibited. 


Yo dudes! Welcome back to Califorr 
Fun and Games! - for California Games II, the 
ultimate sequel to the game that sold over 1.5 
million copies worldwide. 

• Five brand new events: Bodyboarding, 
Snowboarding, Jet Surfing, Hang Gliding and 
Skateboarding. • High score Hall of Fame or 
Shame, depending on how you do.« Practice and 
Challenge your best scores or beat up to seven 
friends. • Graphics so real you'll feel you're there! 

Available on: Atari ST, Amiga and PC Dual. 



H ^YS TIPS' N HELP CAL L THE LEGEND 0F DARKMOON (EYE OF THE BEHOLDER ll) . SHADOW SORCERER TEL: 0839 654 139 

II HILLSFAR . DRAGONS OF FLAME . HEROES OF THE LANCE TEL: 0891 442 025 CURSE OF THE AZURE 

|1 ;: BONDS • POOL OF RADIANCE . CHAMPIONS OF KRYNN TEL: 0891 442 0 26 BUCK ROGERS . SECRET OF 

|U/i 0 :■ JP THE S,LVER blades * EYE OF THE BEHOLDER TEL: 0891 442 030 OPERATION STEALTH . ANOTHER 

WORLD . CRUISE FOR A CORPSE TEL: 0839 654 284 LUCASFILM HELPLINE.. LE CHUCKS REVENGE 
C fl I Tfllai (MONKEY ISLAND 2) . INDIANA JONES . ZAK MCKRACKEN . MANIAC MANSION . LOOM . SECRET OF MONKEY 

hr«* pruiied by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7 ax. ISLAND . BATTLE OF BRITAIN TEL: 0839 654123 ^ORMATIQ^ "“h 0839-654124 


Screen shots are only intended to be illustrative of the gameplay and not the screen graphics which may vary 
considerably between different formats in quality and appearance and are subject to the computer's specifications. 





























I t's the soccer sensation 
that's sweeping the nation - 
and YOU could be jetting off 
to Europe in an all-expenses- 
paid trip to watch some of the 
best footballers in the world in 
action. All you have to do is be 
a bit tasty at Sensible Soccer! 

As of next month, The One, 
in conjunction with Renegade, 
is beginning a six-month Sensi¬ 
ble Soccer tournament that 
anyone can enter. All you have 
to do is save out a set of your 
best goals from the game as 
Match Highlights and send 
them into us. Each month, we'll 
pick the best set of goals, and 
the sender will not only have 
his efforts put on our coverdisk 
for posterity, but will also 
receive an authentic old-style 
Arkwrights football shirt of his 
or her choice! 

At the end of the six months, 
the boys at Sensible Software 
will judge what they believe to 
be the best single entry from 
the sextet of finalists. The com- 
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You could be going AWAY AWAY 
AWAY AWAY to Europe on a free 
footballing holiday courtesy of 
RENEGADE in our incredible Sensible 
Soccer Netbusters competition! 


retition is being run jointly 
><> th Joystick magazine in 
-'ance, Powerplay in Germany 
id K Magazine in Italy, who 
ill all be running similar com- 
:etitions and putting forward 
leir own contestants. The four 
■*. mners will slug it out in a spe- 
al SensiSoccer Euro-final to be 
: ayed at a neutral venue, and 
the ultimate winner will have 
• .vo rather spanking prizes to 
: noose from. Either a seat for 
~ext year's European Cup Final 
■ any European fixture next 
rason! Just think, you could be 
y ing out to watch Juventus, 

AC Milan, Bayern Munich, 

• apoli, Barcelona - even Arse- 
-al! - in top form. Not a prize 
•: be sniffed at. 

Entering really couldn't be 
asier. Simply save out your 
cst set of match highlights 
•-ere's no minimum number, 
r ut remember you can't have 
-ore than eight) and send 
th e -n to us for judging. Bear in 
- nd that entries are going to 


be judged as a whole set of 
highlights, not simply on the 
merit of individual goals - we're 
looking for consistency of 
excellence, not just the odd 
lucky shots. So the more top 
shots you send us, the better 
your chances. 

We'll be picking the first of 
the six winners to appear on 
our coverdisk next month, so 
get out on that pitch and score 
some thunderbolts! Then pop 
them in an envelope and send 
them to Sensible Soccer 
Netbusters, The One, Priory 
Court, 30-32 Farringdon Lane, 

London EC1R 3AU. 

THE RULES (READ 'EM!) 

If you ever took part in our Kick Off 2 Golden Goals 
tournament, you'll know the score, but just in case... 

1. No more than 1 disk (10 highlights max) per entrant 
per month. 

2. Your Netbusters DISK must be clearly labelled with 
your name, address and, if possible, telephone num 
ber. Failure to do so warrants instant disqualifica 
tion. 

3. In selecting the best goals, The One and Sensible 
Software's decision is final, and no correspondence 
will be entered into. 

4. Details are correct at time of going to press, but 
are subject to change without notice. 


















OFTWARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 



AMIGA GAMES 

1st Division Manager . 7.99 

A10 Tank Killer (Enhanced) . 24.99 

Lemmings . 17.99 

Lemmings Date Disn n qq 

A320 Airbus . .'.24.99 

Addams Family . 17.99 

Advanced Fruit Machine . 6.99 

Life And Death . 17.99 

Liverpool (New) . 17.99 

Lombard RAC Rally 7 qq 

Afterburner.7 99 

Airbucks . 21.50 

Alcatraz . 17.99 

Alien Breed.17.99 

Another World.17 99 

Apidya.17.99 

Aquaventura (new).17.99 

Lords of Chaos (Special Offer) . 9.99 

Lotus Espirit.9.99 

Lotus Espirit Turbo Challenge 2.17.99 

Lureof the lamptress (New).21.50 

M.1. Tank PlSfcon.21.50 

Magic Land Dizzy(New).7.99 

Magic Pockets 17 99 

Barbarian 2 . 17.99 

Bard's Tale 3 (New Price) . 9.99 

BatMan The Movie . 7.99 

Battlechess (NewPrice) . 9.99 

Battle Isle . 21.50 

Battle of Britain (Their finest hour) . 21.50 

Beavers (New) . 13.99 

Birds of Prey . 24.99 

Black Crypt . 17.99 

Man United . 9.99 

Man United Europe . 17.99 

The Manager . 21.50 

Manic Miner(New Price) . 7.99 

Megafortress (New) . 21.50 

Mega Lo Mania . 21.50 

Microprose Golf . 24.99 

Midnight Resistance . 7.99 

Mig 29 Super Fulcrum . 27.99 

Monksv Island 2 (Lb Chunks Rfix/pnrjp) qq 

Borobodour Planet of Doom . 17.99 

Boulderdash . 5.99 

Breach 2 Enhanced . 21.50 

Bridge Player 2150 . 21.50 

Bubble Bobble . 7.99 

Monty Python . 9.99 

Moonshine Racers (New Price) . 7.99 

Moonstone . 21.50 

Moonwalker . 7 99 

Multi Player Snccer Manager 17 QQ 

Bushbuck . 21.50 

California Games . 7.99 

Carl Lewis Challenge (New) . 17.99 

Castles . 21.50 

Myth jf New) . 17.99 

New Zealand Story . 7.99 

Nightbreed (Arcade) (New Price) . 7.99 

No Greater Glnry (New) 24 QQ 

Celtic Legends . 21.50 

Centurian (New Price) . 9.99 

Championship Manager . 17.99 

Chase HQ 2 (New Price) . 5.50 

Chess Champion 2175 .13.99 

Chuck Yeager 2 (New Price) . 9.99 

Chuckie Egg 1 or 2.9.99 

C.J. In the U.S.A. (New).7.99 

North and South.7.99 

Nova 9 (New).24.99 

Omar Sharifs Bridge (New).24.99 

P.G.A Tour Golf.17.99 

P.G.A. courses Data Disc.10.99 

P.G.A. Golf + Courses Disc.21.50 

Pacific Islands . 21.50 

Paoerbov 7 qq 

Cool Croc Twins (New) . 17.99 

Cover Girl Poker . 17.99 

Covert Action ..-. 24.99 

Crackdown (New Price) . 7.99 

Cricket Captain . 17.99 

Cruise For a Corpse . 19.99 

Paperboy 2 (New Price) . 9 99 

Parasol Stars . 17.99 

Pinball Dreams . 17 99 

PitFighter . 17.99 

Player Manager (Special Offer) . 9.99 

Pool of Darkness 2 ? qq 

Cyberblast (New) . 13.99 

D Generation (New) . 17.99 

Daffy Duck Paint Caper (New) . 9.99 

Daley Thompsons Olympic Challenge . 7.99 

Death Knights Of Krynn . 21.50 

Deliverance . 17.99 

Deluxe Strip Poker 2 (1 Meg)(SP Offer) . 9.99.. 

Dick Tracy Adventure (New) . 21.50 

Die Hard 2 . 17.99 

Double Dragon 1or2 . 9.99 

Dungeon Master/Chaos Strikes Back . 21.50 

Dynablasters (New) . 21.50 

Eco Quest (New) . 24.99 

Populous . 9 99 

Populous / Sim City . 21.50 

Populous Editor (New) . 10.99 

Populous New Worlds . 5.99 

Populous 2 (1/2 or 1 meg) . 21.50 

Potsworth (New) . 12.99 

Powermonger . 21.50 

Powermonger Data Disc . 10.99 

Pro TennisTour (New Price) . 7.99 

Pro Tennis Tour 2.17.99 

Proflight .27.99 

Project X.17.99 

Pushover (New) . 1 7 qq 

Edd the Duck.7.99 

Emlyn Hughes Int Soccer(New Price) . 7.99 

Epic . 21.50 

European Football Championship . 17.99 

European Super League (Sp Offer) . 9.99 

Eye Of The Beholder . 21.50 

Puzznic (NewPrice) . 7.99 

Railroad Tycoon . 24.99 

Rainbow Islands . 7.99 

Realms . 21.50 

Rick Dangerous (Specia lOffer) . 2.99 

Rise Of Tne Dragon ?A QQ 

Eye of the Beholder 2(1 Meg) . 24.99 

Exodus 3010 (New) . 21.50 

FI 5 Strike Eagle 2 (1 meg) . 24.99 

FI 6 Combat Pilot . 9.99 

FI 9 Stealth Fighter . 21.50 

F29 Retaliator . 17.99 

Robocod . 17.99 

Robocop3 . 17.99 

Rodlands . 17.99 

Rorkes Drift . 17.99 

Rubicon . 17.99 

Rnghy Dnarh 17 QQ 

Final Whistle . 8.99 

Rnghy WnrIH Dnp 17 99 

First Samurai Mega Lo Mania . 21.50 

Floor 13 (New) . 21.50 

Football Director 2 (New version 1 meg) . 17.99 

Football Manager 3 (New) . 17.99 

Footballer Of The Year 2 . 7.99 

Formula 1 Grand Prix (Microprose) . 24.99 

Fort Apache . 21.50 

Scooby Doo & Scrappy Doo . 7.99 

Secret Of Monkey Island (1 Meg) . 17.99 

Secret Of Monkey Island 2 (1 IVieg) (New) . 25.99 

Sensible Soccer (New) . 17.99 

Seymour Goes to Hollywood (New) . 7.99 

Shadowlands . 21.50 

Silent Ren/ire ? 24 go 

Fun School 4 (U5 or 5-7 or 7-11) . 17.99 

G-Loc (New) . 17.99 

Silly Putty (New).17.99 

Sim Ant oa qq 

Games Summer Edition.7.99 

Gateway Frontier.22.99 

Gauntlet 2 . 7.99 

Gazza 2 . 7.99 

Ghouls and Ghosts . 7.99 

Global Effect . 21.50 

Gobliins (New) . 17.99 

Gods . 17.99 

Sim City / Populous . 21.50 

Sim City Architecture 1 . 11.99 

Sim City Architecture 2 . 11.99 

Sleeping Gods Lie (New Price) . 9.99 

Sly Spy (New Price) . 7.99 

Spike In Transylvania (New) . 7.99 

Soccer Match . 7.99 

Space Orusadp 17QQ 

Golden Axe . 9.99 

Graeme Souness Soccer . 7.99 

Grand Prix (Microprose) . 24.99 

Hand of St James (New) . 21.50 

Harlequin . 17.99 

Space Quest 4 . 24.99 

Special Forces . 24.99 

St Dragon . 7.99 

Steel Empire . 21.50 

Stea /New) 7 qq 

Harpoon Version 1.21 . 24.99 

Harpoon Battleset 3 or 4 . 10.99 

Head Over Heels . 7.99 

Heart Of China . 24.99 

Steve Davis Snooker . 9.99 

Storm Master . 21.50 

Strike Fleet . 17.99 

Stunt Car Racer 7 99 

Heimdall . 24.99 

Hero Quest Data Disc.21.50 

Super Off Road Racer . 9.99 

Swiv (not Plus Compatible) (Special Offer) 9 QQ1 

Heros Of The Lance .7.99 

Hollywood Poker . 4.99 

Test Drive 2 (Special Offer) 9 QQ 

Home Alone . 17.99 

Hook (New) . 17.99 

Hot Rubber . 17.99 

Tetris . 13.99 

Their Finest Hour . 21.50 

Their Finest Mission 10 99 

Hunter.21.50 

Ian Bothams Cricket (New).21.50 

Immortal.9.99 

Imperium (New Price).9.99 

Inay Heat.17.99 

International Karate +.7.99 

International Ninja Rabbits .7.99 

Italia 1990.9.99 

Jack Nichlaus Golf (Special Offer) . 9.99 

Jack Nicholaus Unlimited Courses (1 meg ) ....21 .50 

Jack Nicholaus Unlimited Clip Art . 10.99 

Jaguar XJ220 . 17.99 

Thunder Hawk . 21.50 

Tilt (New) . 14.99 

Titus The Fox . 17.99 

Top Wrestling (New) . 17.99 

Tournament Golf (Special Offer) . 9.99 

Tracksuit Manager . 7.99 

Traders (New) . 17.99 

Treasure Island Dizzy . 4.99 

Treble Champions . 7.99 

Trivial Pursuit . 13.99 

Turbo Outrun . 7.99 

Turrican 1 nr ? 7 qq 

James Pond . 7.99 

Jet Set Willy . 9.99 

Jetsons . 12 99 

Jimmy White's Whirlwind Snooker . 21.50 

John Barnes' Soccer . 17.99 

John Madden's Amercan Football . 17.99 

Jones In The Fast Lane(New) . 24.99 

TV Sports Football (Special Offer).9.99 

Ultima 6.21.50 

Ultimate Golf.9.99 

Utopia.21.50 

Venus Flytrap.7.99 

Vroom .17.99 

WWF Wrestling. 1 7 qq 

Kaiser (New).17.99 

Kick Off 2 (1 Meg) (fecial Offer).9.99 

Kick Off 2 Giants of Europe.7.99 

Kick Off 2 Winning Tactics. 7.99 

Kick Off 2 Return To Europe.7.99 

Kick Off 2 The Final Whistle.8.99 

Kind words 2 (New).34.99 

Knightmare.21.50 

Wacky Races.7.99 

Warriors of Releyne (New).21.50 

Wayne Gretzky 2.17.99 

Wings Of fury.7.99 

Winning Tactics.7.99 

Winter Super Sports 1992 (New).17.99 

Wolf Child......... 17 99 

World Class Cricket. 21 »;n 

Knights of the Sky.24.99 

Kwik Snax (New).7.99 

Leander ...17.99 

Leisure Suit Larry 5.24.99 

World Class Leaderboard.7.99 

World Class Rugby.17.99 

World Cricket.7.99 

World Series Cricket.21.50 


AMIGA COMPILATIONS 


BOARD GENIUS 

Scrabble Deluxe, Deluxe Monopoly, 
Risk & Cluedo Master Detective 

£21.50 


FANTASY PAK 

Crystals of Arborea, Colorado 
& Boston Bomb Club 

£17.99 


BITMAP BROS VOL 1 

Speedball 2, Xenon & Cadaver 

£17.99 


DIZZY'S EXCELLENT 

Spellbo^^z N yWe Dizzy, 
Dizzy Prince of thr X, “ M ' r "- M - n ‘— : 
Dizzy £ &K 


Ik Folk, Panic 
nax 


TEN GREAT GAMES 

Ferrari Formula One, Xenon 2, 
Satan, Rick Dangerous, Pick and 
Pile, Superski, Nidnt Hunter Carrier 
Command, Chicago 90 
& Pro Tennis Tour 

£21.50 


ADDICTED TO FUN 

Bubble Bobbie, Rainbow Islands & 
New Zealand Story. 

£13.99 


AWARD WINNERS 


Space Ace, l^ck CjffJ^ Pipemania & 

£°£l.50 

HINT BOOKS 


Bards Tale 1 or 2 or 3 

5.00 

Buck Rogers 

7.99 

Buck Rogers 2 NEW 

9.99 

Eye of The Beholder 

7.99 

Immortal NEW 

7.50 

Indiana Jones The Adventure 

4.99 

Kings Quest 1 or 2 or 3 or 4 or 5 

8.99 

Knightmare NEW 

5.99 

Leisuresuit Larry 1 or 2 or 3 

8.99 

Loom 

8.10 

Might and Magic 2 

5.99 

Might and Magic 3 NEW 

14.99 

Monkey Island 

5.99 

Monkey Island 2 NEW 

9.99 

Police Quest 2 

8.99 

Pool Of Radiance 

7.99 

Powermonger NEW 

7.50 

Secret of the Silver Blades 

7.99 

Shadow Sorceror NEW 

7.99 

Space Quest 1 or 2 or 3 

8.99 

Starflight 1 or 2 

5.00 

Ultima 5 or 6 

5.99 

Ultima 7 NEW 

8.99 

Ultima Underworld NEW 

8.99 


HANNA BARBERA CARTOON 

COLLECTION 

Yogi’s Great Escape, Hona Kong 
Phooey, Ruff cjnd Ready & Beverley 

13l 


TOO HOT TOO HANDLE 

Golden Axe, Total Recall, Shadow Warrior & 
Super Off Road Racer 

£21.50 


AIR AND SEA SUPREMACY 

S " en 6fmmIncJ ( | U P47 i %™" 9S ' Q9rrier 

£21.50 


^ NINJA COLLECTION 

Double Dragon, Dragon Ninja, & Shadow 
Warrior. 

£13.99 


„ SPORTING GOLD 

California Games, The Games Winter & 
Summer Editions 

£21.50 


SPECIAL OFFER 

Rick Dangerous,.Test Drive2, Mousemat 
& 40 piece DiscBox 

£9.99 


SOCCER COMPILATION 

Kick Qff2 World Cup, Gazza 2, 
Micrpprose Soccer & 
Emlyn Hughes. Int. Soccer 

£l 7.99 


CAPCOM COLLECTION 


Duel 


ADVENTURERS 

Corporation, Su[3reniacy & Hunter 


DIZZY COLLECTION 

Fast Food, Kwik Snax, Magicland Dizzy, 
Fantasy World Dizzy 
& Treasure Island Dizzy. 

£17.50 


FOOTBALL CRAZY 

Kick Off 2 World Cup, Final Whistle 
& Pla^eMMjmager 


3.5" 

1 

10 

25 


DOUBLE SIDED, DOUBLE DENSITY WITH 
LABELS „ 

0.59 
5.50 
12.50 

3.5 40 PIECE DISC BOX .6.99 

3.5 80 PIECE DISCBOX .7.99 

3.5 120 PIECE DISCBOX .9.99 

MIDI CONNECTOR + 2 MIDI CABLES .14.99 

MOUSE MATS .2.99 

ST & AG EXTENSION LEADS .5.99 

AMIGA 1/2 MEG EXPANSION LEADS 

WITH OR WITHOUT CLOCK.29.99 


ORDER FORM AND INFORMATION 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it to: 
SOFTWARE CITY, Unit 4, The BDC, 21 Temple Street, Wolverhampton. WV2 4AN. 

ORDER FORM 

NAME.. 

ADDRESS. 


POSTCODE.TEL NO : 


Name of Game 

Computer 

Value 




Postaae 


TOTAL 



POSTAGE RATES : Please add 50p for post & packing on all orders under £5. EEC countries add £1 

per item. Non EEC countries add £2 

PAYING BY CHEQUE - Cheques payable to Software City. 

Card Type.Expiry Date. 

Card No:... 


Signature : 
Date :. 


EUROPEAN ORDERS 
MASTER CARDS 
EUROCARD ACCEPTED 


THO 08/92 
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ELITE 2 WORLD EXCLUSIVE! 



This man is 





(Above) The original Elite, as it 
appeared on the Amiga, complete 
with pink spaceships and green 
space stations. It's still a firm classic, 
but the sequel promises to be a 
much darker, more involving experi¬ 
ence. 

(Left) Sitting pretty... David Braben's 
got every reason to smile. With Elite 
2 chugging along nicely, he's quietly 
confident that fans of the original 
game won't be disappointed by the 
sequel - and with good reason. 












As we speak, work is underway on what is, 
ndisputably. The Most Eagerly Awaited Game 
Ever. No less than nine years after the origi¬ 
nal, the sequel to the all-time classic Elite hits 
the Amiga this Christmas. In the first part of 
exclusive Work in Progress trilogy, Gary 
•Vhitta talks to programmer David Braben 
bout what could well be the most epic pro- 
ct in software history... 


D avid Braben sits back in his 
high-backed swivel chair and 
on the monitor screen to his 
left, a galaxy unfolds. In the back¬ 
ground, the sun is coming up from 
behind Earth as the planet swings 
through its solar orbit. All is quiet. 
And then, from the right, a gigantic 
wheel-shaped space station looms 
ominously into view. The indicator 
lights on the hull suddenly switch 
from green to red, the docking hatch 
in the centre of the structure grinds 
open and from the landing bay inside 
a reconditioned Cobra Mklll space¬ 
craft roars out into deep space. It 


* 


makes a brief pass over the greeny- 
blue planet below then, in a crackle 
of electricity, disappears into hyper¬ 
space. Silence once more. Before the 
station's hatch has a chance to close 
again, David leans across and hits 
ESCAPE and the Universe is promptly 
destroyed as the program dumps 
unceremoniously back to the assem¬ 
bler screen. 

This is Elite 2 - the sequel to the 
legendary space-trading game that, 
almost a decade ago, did for com¬ 
puter entertainment what Serg¬ 
eant Pepper did for popular 
music. From the upstairs back- 























ELITE 2 WORLD 

EXCLUSIVE! 





When Acornsoft's Elite first appeared 
for the BBC Micro in early 1984, the 
shape of computer games were 
changed forever. Prior to its release, 
just about every home computer game 
was a platform game, text adventure or 
2D shoot-'em-up. Elite, co-written by 
Braben and Ian Bell while both were 
reading at Cambridge, was the first 
game to put the player in a 'real' 3D envi¬ 
ronment, offering 2000 worlds spread 
over eight galaxies. It was also one of 
the most ambitious steps forward in 
game design terms, combining space 
combat with elements of strategy, trad¬ 
ing and exploration. The game was an 
overnight phenomenon, and eight years 
later is still going strong, having been 
converted to every home format imag¬ 
inable (the latest version, for the Nin¬ 
tendo, is due out soon) and inspiring 
countless similar games - the most 
notable being Gremlin's lamentable rip- 
off Federation of Free Traders. It's 
arguable that Elite was the springboard 
for all 3D games, and we still see 
its influence today in games like Wing 
Commander, Epic and the Mercenary 
series. Not bad for a game that came 
out of, in Braben's own words "just 
playing around for my own amuse¬ 
ment"... 



How it all started back in 1984 - 


the original BBC version of Elite. 




room of his riverside Cambridge 
abode, the 28 year-old program¬ 
mer/designer has, for the last four 
years (ever since the completion of 
Virus in 1988, in fact), been creating 
the game that's set to make the clas¬ 
sic original, for all its epic preten¬ 
sions, look like a type-in listing by 
comparison. 

Even a cursory glance at what he's 
got up on screen so far is enough to 
convince you of this, even 
though the man himself is curi- 



Yes, here it is - the first EVER published screenshot of Elite 2. Though David's jaw-dropping 3D routines aren't being 
shown off to their best here (the best is yet to come next month), you can clearly see some of the clever tricks he's 
implementing. Note how the planet Saturn's shadow is cast over its rings in the correct angle in relation to the posi¬ 
tion of the Sun (the bright star in the background). Those who know their Astrophysics (like our own David 
Upchurch) will also notice the accurate mapping of the planet's surface features. As you can see, some of the origi¬ 
nal game's graphical features have survived, such as the M-shaped radar display - although at this time the 
dashboard display is far from finalised. 


"The idea here 
is to take the 
original Elite 
game to its 
logical 
conclusion." 

- Elite 2 
programmer 
David Braben. 

ously modest about the whole thing. 
"The idea here is to take the original 
Elite game to its logical conclusion," 
David explains. And he's not kidding. 
Braben has painstakingly recreated 
a galaxy - our galaxy - down to the 
minutest detail inside an Amiga. 
Every planet, every star, every moon 
- an area an estimated 70,000 light 
years across has been squeezed into 
a machine the size of a briefcase. 

The project has not been without 
its problems. Quite aside from the 
utter nightmare of accurately plot¬ 
ting the correct positions of every 
known planet, moon and star in the 
Milky Way, David has had to put up 
with what he euphemistically 
describes as a "false start." Shortly 
after creating the original Elite, 
Braben and co-author Ian Bell 
worked on a BBC/C64 version of Elite 
2 that actually progressed as far as 


being playable. Unfortunately, it was 
decided that the rather limited capa¬ 
bilities of 8-bit technology were not 
enough to support some of the 
heavyweight ideas the duo wanted 
to implement, so the project was 
scrapped. Now, of course, thanks to 
the miracle of the Amiga, everything 
is progressing apace once again - 
having been signed to Japanese 
giant Konami, the game has, at long 
last, a release date set for the end of 
the year. However, the game's title 
is still to be confirmed (David feels 
its tacky to name a sequel simply by 
bolting a "2" on the end of the orig¬ 
inal name, although "Elite 2" will 
definitely feature somewhere in the 
overall title) and Ian Bell is no longer 
involved in the game's development. 
This, it would seem, is a mission that 
Braben must attempt alone... 

Though Elite 2 comfortably blows 
raspberries at the original game in 
terms of scale (a quick example - 
Elite featured 2000 planets. Elite 2 
has 100,000,000,000), devotees will 
be pleased to hear that the basic 
idea and general gameplay has sur¬ 
vived more or less intact. Cast as a 
freewheeling mercenary space-trad¬ 
er in the year 3200, the player must 
make a living, by whatever means 
possible, in a galaxy populated by 
aliens, pirates, police... basically 

(Left) Konami's Colin Fuidge, project 
manager for Elite 2, also worked on 
versions of the original Elite when 
he was development boss at 
Telecomsoft. Isn't it a small world? 


every kind of undesirable imagin¬ 
able. What at first may look like just 
another fancy 3D stellar combat 
game is in fact a jaw-dropping space 
odyssey encompassing elements of 
strategy, adventure, trading and, of 
course, good old-fashioned dog¬ 
fighting. Aware of the shortcomings 
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* :ne original game, Braben's major 
c ective with this project is, as he 

• plains, “to give the game more 
.namic range. With the original 
jme you ran out of steam quite 
- ckly. Once you'd done all the easy 

-lings, like got all the ship equip¬ 
ment, that was it apart from the mis¬ 
sions." 

The point of this game is pretty 
■n jch the same as the previous one, 
jt trading is now very much a back- 
3 op," he continues. "The idea is that 
*ne whole game will be like a run- 
ng adventure where every action 
Df the player will have a consc¬ 
ience. So for instance, if a ship is 
.vned by a cruise line running reg- 
- ar services and you blow it out of 

* ^e sky, the company will notice that 

* s not reached its destinations and 
end assassins after you for 
evenge." 

At least that's the plan so far. 
jrrently, much of the actual game 
resign is still to be implemented as 

"Finally you get 
to do all the 
fabulous things 
that the original 
Elite book 
talked about." 

- Konami's 
Colin Fuidge 


Braben has been pumping all of his 
effort into creating the galactic envi¬ 
ronment. The most radical new 
aspect of what David rather humbly 
refers to as "this really detailed back¬ 
drop" is that, apart from the huge 
space stations that orbit planets, 
players will now be able to travel 
down onto the surface of planets 
and their moons and fly through the 
giant future-cities that are built 
there. The idea is that planetside 
starports and commercial zones will 
offer opportunities for business and 
communications that may not be 
available on the "orbital cities" 
above. 

David's super-detailed galactic 
environment has allowed him to 
stretch the original game's concept 
of an artificial social infrastructure 
farther than could have been imag¬ 
ined a few years ago, as he explains. 
"The whole point of the backdrop is 
that it allows much more variation to 
the game. Within the galaxy, only 
about a hundred light-year sphere 
has been explored by the humans, 
and the outlying regions are com¬ 


pletely uncharted. So within that 
sphere you have the core systems 
which are all super high-tech, super- 
populated and very well policed. 
Everything is squeaky clean - no fun, 
really. Then as you go out into the 
frontier systems, law becomes a lot 
less strict - like the original Elite's 
anarchies - where it's more like the 
wild west. It's a sliding scale the fur¬ 
ther out you are." 

Things are getting bigger and bet¬ 
ter all round, really. Remember using 
your hard-earned funds to customise 
your ship for combat and trading? 
The progressive idea has been 
retained, although now it's possible 
to change not just equipment but 
your entire ship, progressing from a 
lowly one-man Cobra to huge lum¬ 
bering cruisers protected by their 
own fleets of fighters. David's cur¬ 
rently experimenting with the idea 
of giving the game several start 
points, so you can choose to play the 
whole Elite experience, starting with 
a ship and some cash, or, if you're 
more arcade-minded, play as a 
member of a pirate band, pillaging 


le stellar highways for a quick prof- 
- and, quite possibly, an ever quick- 
rdeath. 

Konami's Colin Fuidge, the devel- 
pment manager responsible for 
etting this project in on time, has 
is own theories about the game. 

way I see it, it's like The Dark 
/heel, the novella that came with 
ie original Elite. It spins on and on 
bout all these wonderful things 
lat happen throughout your life as 
space trader. This game seems how 
that book was." 

"Rubbish," Braben comments, but 
Fuidge is unrepentant. "No, no, you 
get these giant ships, you get to talk 
to traders, you get to land on plan¬ 
ets - finally you get to do all those 
fabulous things that the book talked 
about, rather than flying around and 
shooting and trading." 

If Colin's outpourings sound a lit¬ 
tle overblown to you, it's simply 
because you haven't seen the game 
in action. David's innovative 3D tech¬ 
niques combined with the painstak¬ 
ing process of recreating every facet 
of a galactic environment, right 
down to planets being correctly 
shadowed for their position in rela¬ 
tion to the sun, and solar/lunar cycles 
behaving EXACTLY as they should 
has produced a visual experience 
that looks more like the sort of 
multi-million dollar programs that 
NASA might run than a simple home 
computer game. In short, what's on 
screen has to be seen to be believed 
- and believe us, you'll be seeing a 
whole lot more of Elite 2 next 
month... 



Well be printing the very latest visu¬ 
als from Elite 2 - quite simply, some 
of the most stunning screenshots 
you'll ever see on an Amiga, as well 
as continued, more detailed cover¬ 
age of the game in progress. PLUS 
there'll be an exclusive competition 
where you (yes, you) could get your¬ 
self featured in the game! Can you 
afford to miss it? We think not. 
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And now, just arrived on the grid is a new 
challenger for the hotly contested title. 
Fastest Race Game Ever. As the lights turn 
to amber, Jim Douglas takes a look. 


F ollowing Lotus 3 in the appar¬ 
ently never ending run of driv¬ 
ing games from Sheffield-based 
Gremlin comes Nigel Mansell's Grand 
Prix. With Mansell slated to appear 
after virtually every big name has 
already come out (Lotus, Jaguar, Crazy 
Cars 3) the pressure is very much on 
the shoulders of Damian Hibbard and 
Daman Godley to produce a racer that, 
at the very least, is sufficiently different 
from everything else on the market. 

This pressure is considerably mag¬ 
nified by the fact that Damian has 
never written a game before in his life. 
So how can this remarkable state of 
affairs; an absolutely unknown pro¬ 
grammer end up in charge of writing 
one of a major software company's 
biggest releases? 

"I went to university in Newcastle 
about three years ago and studied 
computer science," Damian explains, 
"Once I'd done that, I began to put 
together some demos. In fact I was 
about half way through doing a demo 
when I got the job with Gremlin." 

Gremlin certainly hadn't planned for 
such a fresh-faced fellow, no matter 
how talented, to begin his program¬ 
ming career with such an enormous 
project. "I was actually supposed to be 
helping out Graham who was doing 
Utopia 2 and has fallen a bit behind 
schedule. But the stuff he was doing 
at that point was stuff that he really 
needed to do by himself. It would have 
made lif\ still learning." 

With Damian at a loose end and 
Nigel Mansell without a programmer, 
the logical answer was to let the new 
boy have a go. 

"We started way back in December, 
and there was plenty of time to make 
mistakes, muck it up and start over. 
There isn't much that was done in the 
first month that has survived. Just 
because we kept improving on every- 
Bk thing, we had to throw the old 
TS ideas away." 


So many other racers out there, it 
must have been tough trying to keep 
Mansell entirely original. What's it clos¬ 
est to? 

"I think Lotus is probably the best 
sprite driven game out there at 
moment. Formula One Grand Prix is 
very good of course. And I think 
plays very well. It's certainly more of an 


arcade game than Formula One. My 
game is closest to Vroom. It's a sprite 
game, although it's done from first- 
person perspective, which gives you a 
different view." 

Daman Godley, the graphic artist is 
responsible for the look of the game, 
keeping the arcadey feel which Dami¬ 
an is so keen to hold on to. "It's look¬ 
ing really good," Damian says, "Daman 
came onto the project about three or 
four months ago. Up until then, I was 
working with graphics from some 
other people but he's really done all the 
graphics for in the game now." 

While Damian is keen to point out 
how instant and arcadey the feel of the 


game 
fast," says 

Hubbard, chief coder. And 
they're not kidding. Even swifter 
than the reputedly remarkable Lotus 
, Nigel Mansell moves at such a 
rate, it's hard to believe you're 
watching it on the Amiga. The aim, 
of course, is to limit any slowing 
down once computer-cars are in to 
an absolute minimum. 
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The combination of sprites and polygons in 
Nigel Mansell promise to make it one of the best 
looking race games yet. The bitmap cars are 
altogether more realistic than polygon ones, and 
the track process allows the designers a lot 
more freedom. 


Jk J *\ j\ Happy coincidence or not, it can't 
have all gone that smoothly. "The least 
enjoyable part? Hmm. Because I 
‘ .; sm3 “ s \ haven't got any experience I started off 

doing the road routine, and that's 
tdt<en me nearly all the time. It's an 
Hj exceptionally tedious process, i was 
even trying to fix bugs that weren't 
even there. At the moment, the road 
:) ‘just wobbles slightly, but I know how 

|f| Q||f ff| to fix that, but I spent ages trying to fix 
s ^4 vOSoH iL ^here are other things that I've had 

to take out, like the colour bars which 
to show the ideal way to handle each weren't working, and hills weren't 
course, Damian explains. either. But that was because I was 

"You can also take the option to doing it all wrong, and I had to scrap it 
have Nigel Mansell take you round on and start again." 
a computer drive the track and tell you So what lies ahead for our first-time 
the best lines to take. But I haven't hero? 

done that bit yet. Nigel will follow the "Next I'm doing the ST version" 
same basic algorithms as the comput- Won't it be a bit boring, doing it all 
er cars, but a bit better." again? 

A continual bone of contention with "Well, I don't know yet I haven't even 
race games is the intelligence, or oth- touched an ST yet, and I haven't dared 
erwise, of the other drivers. In Nigel ask when it's got to be finished!" 
Mansell, the computer stores the rac- "The sort of game I'd really like to 
ing line for each circuit and the best have a do is a decent football game but 
that the computer drivers could do there's so many that have come out 
would be to follow that. There will be just now. I think I'd go for a top down 
three groups of cars, but they'll all act view because it's the most playable, 
as individuals. They'll be slightly differ- You can get much more finesse that 
ent. The worse they get, the more way. I might actually put together a 
they'll go off that line. Damian is hpo- spec and see if Gremlin want me to go 
ing to add a bit of aggression so that a ahead with it." 

few drivers block out the player if he But hang on. Isn't there a bit of the 
tries to overtake them. story missing? In between finishing 

The biggest question asked of any University and beginning the project, 
race game is "Is it faster than the last?" how did Damian actually get his job at 
According to Damian, "Everyone who's Gremlin? "There was an advertisement 
been playing it has been saying it's in New Computer Express for pro¬ 
pretty quick, which is quite pleasing, grammers. I answered it and got an 
We didn't start out with any particular interview and got the job. I didn't have 
determination that it had to be the to show them any demos or graphics 
fastest routine yet or anything. It was or anything." Wasn't that a bit trust- 
just happy coincidence really." ing? "Yeah. I suppose so." 


cuit or you can practise on the test 
track." 

"Also to go in are the controls for 
the car. That includes getting the revs 
and the gears in properly. Also the 
weather conditions, variable aerofoils 
and gear ratios and stuff like that. 

"Realism is going to be quite impor¬ 
tant. We're going to make it so that 
they get the best out of the car if you 
change your settings for each track. It's 
going to be pretty fundemental to the 
game. They have to make a difference." 

As an added help for the novice 
driver, Nigel Mansell himself is on hand 


.-.hole game will be, it's worth noting 
that at present, the clear plan is to 
nclude the 16 courses which make up 
the full World Championship Grand Prix 
eason along with a host of variable car 
•eatures. 

"There's a person upstairs who's 
\riting a track editor, so we'll be able 
to put the correct tracks in. The track 
editor isn't finished yet, so no real cir¬ 
cuits are in. I've typed some in just to 
.\ork with. There might be a test track 
3 well which you can practise on and 
earn how to play it properly. You can 
e ther race the full season, race one cir- 
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Following up their 
excellent foray into 
fantasy territory that 
was Heimdall r Core 
design again 
attempts to woo the 
thinking end of the 
market with Curse of 
Enchantia, a game 
set to rival even the 
mightiest of Ameri¬ 
can adventures. 


W hatever happened to British 
adventures, eh? Somewhere 
along the line they just 
seemed to get forgotten about. Way 
back in the days when adventures were 
text based, we ruled the world, with 
our witty puns and two-word input. 
Once the graphics side of it came in, 
however, the British developers seemed 
to lose their way, allowing their yankee 
counterparts to stomp all over them 
with top notch games like Monkey 
Island, Indiana Jones, Space Quest and 
King's Quest while we floundered with 
the likes of, er, Demoniak. Only in 
recent months has a concerted effort 
been made to redress the balance. 

Surprisingly, Hook, from adventure- 
newcomers Ocean has come closest to 
successfully emulating the Lucasfilm 
style. Now, however, Core design are 
prepared to unveil the fruitions of their 
it latest efforts. 

^ Curse of Enchantia is an entirely 
II home grown product, with a num¬ 


ber of strong points in its favour, not 
least the fact that rather than being 
written on the PC and then compro¬ 
mised and shoehorned into Amiga, it's 
been written independently on both 
machines, maximising the capabilities 
and tackling the weaknesses of both. 

So why an adventure? 

"We looked at Core's existing soft¬ 
ware range," says Rob Toone, chief 


coder, "to see if there was a type of 
game that would complement it. We 
decided that a graphical adventure 
game in the Sierra and Lucasfilm mould 
would go down a treat, especially as I 
rather like that type of game. So a 
group of us adventure players sat 
down and designed the game." 

And what a fine band of adventur¬ 
ers they are! Rolf has some consider¬ 


able games experience; "I started to do 
the game design and some of the 
graphics of the 64 version of 'Founder' 
in 1985. I was then employed as a 
games designer for the next four years. 
At this point I started writing simple 
games on the 64 (for my amusement 
only). Then I wrote some budget soft¬ 
ware, both conversions and originals, 
with myself or a friend doing the 



































: "ics. I was given full price software 
: when Core was started. My first 
t game was Car-Vup, a game I 
:ped and programmed and, to 
my favourite. Then, I hurriedly 
Frenetic and finally before this 
:: I wrote an intro to one of our 
games," 

:hers have no programming 
3 . but are big fans of the genre. 
Anderson says, "I don't get the 
* Dwadays for RPG (like in the old 
- on paper) but I did when I was 
:e r , in fact. I even used to make 
own when we'd run out of pre- 
•v~ campaigns!" Rolf Mohr simi- 
-sed to play Dungeons and Drag- 
and in the past has done 
^e work for Games Workshop; 
^ Adventure emporium of glob- 
rown. 

! 'ecently, Rolf was a tradition- 
~ *s*. designer and Billy worked as a 
«n o'- animator for seven years. 
•»' struggling to fit into the 
res gning environment, both 
* c ^ectly happy in their new roles, 
e see as being responsible for 


smooth flowing animation of all char¬ 
acters in Curse," says Billy; "Fortunate¬ 
ly, my background in film and televi¬ 
sion has taught me how to economise 
on the number of frames each action 
has without destroying the animation! 
As well as keeping the animation flow¬ 
ing, I also design many of the mon¬ 
sters, guards etc, who you might meet 
along the way. I'm left pretty much to 
my own devices for this job." 

The story of Brad, a regular teenag¬ 
er who gets magically transported to a 
very different world, Curse features a 
number of similarities to both Lucas- 
film and Sierra games, but is in no way 
identical, as Rob is keen to point out: 
"Curse has a lot more background loca¬ 
tions than the Monkey games and so is 
quite a lot larger. The text entry system 
that is employed by Lucasfilm bears 
every resemblance in the world to our 
system except they say TAKE and we 
draw an icon. Also, there is an amazing 
amount of conversational text is Lucas¬ 
film games whereas we have kept ours 
to a simple minimum. Lucasfilm gets 
most of its humour out of its text, 


whereas we hopefully get ours from 
comical animations and daft happen¬ 
ings. 

In order to make the player feel that 
he is involved with a real story, the 
game was carefully planned before any 
code was written, as Rob claims, "It 
took us a whole month to finalise the 


storyboard. We tried to consider every 
possibility encountered in the game, 
the user interface system, when to load 
graphics etc. And of course draw out 
every individual puzzle on lots'n'lots of 
paper." 

The designers want to give the 
player as much control as possible I 


(Left) Our hero finds himself mana¬ 
cled to the wall in a grimy dungeon. 
A tricky problem was getting the 
cartoony style of the hero to blend 
with the realistic backdrops. 


(Right) How does Brad stand a 
chance when presented with such 
(ahem) terrifying foes? Don't panic, 
the corridor guard (for it is he) is 
only a low-level monster. 


(Right) Over a hundred 
hand painted backdrops 
have been digitized on 
the Amiga and then 
touched up to produce 
Enchantia's splendid 
visual style. 































over the game's hero, Brad, as Rob 
explains, "He's got 70K of sprite graph¬ 
ics alone. He can be controlled by the 
keyboard, joystick of mouse. With the 
joystick or keyboard you move Brad 
around directly. But with the mouse 
you move the little have to point where 
you want Brad to stand and click the 
left button and he will walk there. If 
you press escape, the fire button or 
right mouse button, you go to a panel 
with the icons displayed. Each icon has 
its own function and can lead to oth¬ 
ers, eg, to take an object at Brad's feet, 
are automatically displayed as icons 
and you click on the object icon 
required. Every action apart from 
movement is controlled from the icon 
system, even scores and disk functions. 
Hopefully a picture will say a thousand 
words and make this system easy to 
use." 

The rather excellent backdrops are 


achieved through a similar longwind- 
ed process to those in the Lucasfilm 
games. "I hand paint all the back¬ 
grounds in acrylics, then they are 
scanned in. I have only done the mini¬ 
mum of touching up on screen, to join 
repeated scrolling screens, or improve 
parts which don't digitise very well." 
Rolf explains. It's worth noting that 
since the graphics for the Brad charac¬ 
ter require eight colours, only 24 oth¬ 
ers remain for each scene. 

The decision to keep the onscreen 
text to a minimum was essential, 
according to Rob, "Too much reading 
can really slow a game down or kill it, 
like Willy Beamish." 

Now, as they near the end of the 
project, the team allow themselves a 
brief moment to sit back, relax and 
reflect on the trials and tribulations of 
putting the game together. For the first 
time, everyone has a different opinion 


"I enjoyed all of it," says Rolf. Billy isn't 
so sure. "I hated all the colouring and 
shading. I find it difficult and boring. 
Making the characters animate - now 
that's fun!". And as for Rob, where 
there any niggling annoyances which 
prevented him from fully enjoying his 
time with Curse? "I didn't like having 
to make my own tea and not having a 
YTS slave. And I didn't like not being 
able to take the credit for the other 
lads' work. Apart from that, fine." 

And what's next for the trio? "I hope 
my next project will be science fiction. 
It's my main strength as an artist and 
designer. I'd like to try to get as close 
as possible to simulating interactive 
film-type games, like a cross between 
this type of graphic adventure and 
something with more animation and 
movement." says Rolf. 

"I'd love to do an RPG like Dungeon 
Master of Might and Magic, as these 
are two of the best games ever written. 
And I'd like to get that atmosphere 
a few touches of my own," con¬ 
cludes Rob. "I'm also thinking of get¬ 
ting a few friends round to build a 
space shop, so I can go exploring." 

Quite. 


WE NEED A 
HERO! 

Yes, just like Bonnie Tyler 
reminds us so eloquently in that 
aftershave advert, every game 
needs a hero. And he’s got to be 
strong, and he’s got to be fast, 
and he’s got to be fresh from the 
fight. So it’s a good job that so 
much attention has been lav¬ 
ished on Brad, Curse’s super- 
flexible lead. Let us introduce 
you to the man himself, in just 
some of his poses. 


) 


BACKGROUNDS FOR ACTION 

The background graphics for curse have received high praise from a most unusual quarter - the designers 
themselves! “The pure unadulterated and sexy backgrounds are the part that I’m more impressed with,” 
says Rob. Each of the 100 screen “paintings” were first sketched and then painted in acrylic inks by Rolf, 
and then scanned into the Amiga for touching up and improvements. Since the game isn’t being ported 
down from a VGA PC version, the backdrops are only diluted once in their quality, as opposed to going 
through the host of conversion processes which normally befall backgrounds in similar games. Billy con¬ 
cludes; “I think they’ve come out incredibly well - good old Rolf!” 


PROJECT: 

Curse of Enchantia 

PUBLISHER: 

Core 

DEVELOPER; 

Rob Toone (Code), 
Billy Allison (Com¬ 
puter Graphics), 
Rolf Mohr (Artist) 

INITIATED; Late 91 
RELEASE; Sept 92 




















lyler 
that 
jwne 
jo be 
fast, 
i the 
it so 

per. 

luce 

just 





COMPETE 

WITH THE 


BEST 


A TRULY OLYMPIC SPORTS SENSATION 


OVER 3o EVENTS! 

Featuring ALL Track 
and Field disciplines... 
stunning animation and 
breathtaking action! 

TWO FREE DATA DISKS! 

Even more events 
which include: 
SWIMMING . DIVING 
JUDO . WRESTLING 
FENCING and BOXING 

G A M E 






AVAILABLE EARLY JULY 


TEAM MANAGEMENT 

Put yourself in charge of 
training your squad for this 
summer's competition. 

HALL OF FAME 

Includes the history of the 
games and the winning 
contestants achievements. 
Compare your team members' 
performances to those of the 
all time greats as you attempt 
to break world records. 


OF GAME S 


CBM AMIGA » ATARI ST * CDTV • PC COMPATIBLE 

OCEAN SOFTWARE LIMITED • 6 CENTRAL STREET • MANCHESTER • M2 5NS • TEL: 061 832 6633 • FAX: 061 834 0650 

















































WORK IN PROGRESS 
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(Left) Above ground the player's 
horizontally-scrolling travels take 
him through hordes of enemy troop¬ 
ers, their specific form varying 
according to the Time Zone the 
Walker has been transported to. 
Suffice to say that as the technology 
of the enemy improves, the Walker's 
life gets tougher... 



"DMA Design! Tell 
me about your latest 
game," snarls David 
J Dep ED 209' 
Upchurch. "You have 
twenty seconds to 
comply." 





M ention DMA Design and 
what comes into most peo¬ 
ple's minds? It's Lemmings, 
of course. Undeniably the biggest com¬ 
puter game phenomenon of recent 
times, it put the Dundee-based devel¬ 
opers on the software map in a big 
way. 

However, DMA Design's first forays 
into the games arena were far removed 
from the cuddly, cutesy antics of those 
green-haired mop-tops. Remember 
Menace? Or Blood Money? Both 
were hard-edged blasters that first 


showed what the Amiga could really 
do in the shoot-'em-up stakes. Now, 
with Walker, DMA Design look set to 
return to their roots with a vengeance. 

Readers with good memories may 
remember seeing early screenshots of 
Walker around two years ago. At that 
time it was DMA Design's Dave Jones 
who was coding the game but since 
then, due to Dave's commitment to 
matters Lemmings-y, Ian Dunlop has 
taken over the programming chores. 

But why the long development 
time? DMA Design's Simon Little, 
who's is managing the project, 
explains: "Initially, round about when 
those first preview shots came out, we 
weren't really happy with it. We've 
done a lot of work tweaking to it since 
then, getting small details in there to 
make it enjoyable to play even for the 
hundredth time." 

So what's the game's plot? Simon 
explains: "It's basically a 'time machine' 
game. It starts off in an arcade and you 
are a character playing a futuristic 
arcade machine. You leave the arcade 
and go home where you find this 
object on your floor which looks like an 
old-style cigarette case. You pick it up 
and it projects a 3D holographic image. 



This gives you the message that you've 
been chosen because of your superior 
game-playing abilities to battle 
through time." 

Sounds more than a little like the 
plot of The Last Starfighter, n'est pas? 

"Er.... yeah," laughs Simon. 

But enough of that. What of the 
game itself? As Simon sees it, the final 
game will take place over about four or 
five time zones or levels set in the past, 
present and future. Each level is split 
into two very distinct parts. Simon 
takes up the story: 


(Left) Here the player negotiates the 
underground section of the Future 
Time Zone, a massive level crawling 
with deadly and tough-to-kill 
android warriors. These platformy 
sections provide welcome relief to 
the relentless blasting nature of the 
surface action. 


"The first part of each level has the 
hero in his Walker machine travellir^ 
across a horizontally-scrolling land 
scape. Your Walker appears on the 
right-hand side of the screen and va r 
ous baddies enter from the left-ha'": 













everything from helicopters to 
"<s to lots of little men." 

•^s you might have guessed, what 
->^es is large and copious amounts 
^ r d-core blasting, with the Walker 
-• ^g to kick butt and reach the end 
*^e level. What sets Walker apart 
: r /er bog-standard shoot-'em-up is 
** 30 k of the Walker and the player's 
:rr si over it, control that requires the 
* * both hands! 

' *^e mouse controls your targeting 
guess it's a laser-type sight, 
r, « “ ^asts a cross on the screen ahead 
• Walker," states Simon. "The 
controls the sight's position. The 
*»i« ' s head then tracks the sight - it 
^ - t just move up and down, it 
' -a . swivels left and right as well so 
** * aoks about. The Walker itself 
r "^oved left and right, stomping 


* Once past the end-of-level 
an in the scrolly-shooty sec- 
** "“e pilot climbs down from the 
s cockpit and descends 
••'5'ound into the enemy's secret 
m. Much running, jumping and 
t.r -g ensues as the hero makes 
• *. around multi-directionaliy 
oiay area, trying to locate 
points where timebombs 
** k* placed. 


Above) ...As you can see! In this 
■-utiire Time Zone the enemy's arse¬ 
nal includes laser-spitting crawlers 
and super-accurate Hunter/Seekers, a 
kit like those seen in the beginning 
of The Terminator films. The Future 
ime Zone poses the Walker's pilot 
*ith his toughest challenge of the 
•vhole game. 


backwards and forwards, using a joy¬ 
stick or the keyboard." 

Another aspect of Walker that sets it 
apart from the pack is the animation 
of the little troopers attacking the 
Walker and the intelligent way they 
behave. "The tiny men are about Lem¬ 
mings' size," explains Simon. "If you 
leave them alone then they'll line up in 
regiments and start firing at you. If you 
start firing back then they'll spread out 
and avoid your fire. 

"Then there are the trucks that come 
on with men jumping out of the back. 
Helicopters fly on - if you listen care¬ 
fully you can hear them playing Ride of 
the Valkyries [as in the movie Apoca¬ 
lypse Now] - and if you leave them 
alone men'll be lowered down on 
ropes. Then you've got men running on 
from behind the Walker who'll try to 
attach a rope to the Walker and 
attempt to trip him up." 

"You blast your way through the 
level and when you reach the end 
there's the usual guardian. Once you've 
shot that to bits you descend from your 
Walker - this is an animated sequence 
- and go down a lift shaft into a sec¬ 
ond part of the game which is a plat¬ 
form-style thing - lots of running 
around, jumping, shooting, collecting 
ammo and extras and so on - which 
also has an element of strategy. 

"You have to destroy the under¬ 
ground installation by placing three 
timebombs in pre-specified locations 
which are weak points in the installa¬ 
tion's structure. You have a computer 
on hand to help you do this and you 
can log onto the computer at different 
points and it brings up a map which 
zooms in and zooms out and shows 
you your current position and the posi¬ 
tions of the weak points and things like | 
that. When you drop the bomb you 
have to type in the time you think you 
need to get out and place the other 
timebombs so that they all go off 
simultaneously and you get out safely 
before the thing blows out. That gets 
you on to the next level above ground 
again." 

The look of the Walker seems to take 
obvious inspirations from the metallic 
two-legged stalking machines featured 


(Left) The entrance to the 
underground section is protected by 
the now-obligatory big muvva of a 
baddy. In the Future Time Zone it's a 
massive spaceship, as shown here. 
Note how the ship is built from 
smaller sprite 'parts' - this allows 
the ship to appear 'fully' animated 
while conserving precious memory. 


(Left below) The Walker is made up 
of two individual sprite sections, the 
head and the legs. While the legs are 
relatively simply animated and just 
have to plod back and forth, the 
head is far more complex and has to 
rotate and swivel to follow the tar¬ 
getting sight no matter where it's 
pointed. Although taking ages to get 
right, the result is very realistic. 


(Below) Just some of the many 
enemy vehicles whizzing around the 
Future Time Zone, intent on blasting 
the Walker. The real stars of the 
show, however, are the beautifully- 
animated soldiers - it's their antics 
that really give Walker its unique 
flavour. 
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in the film Return of the Jedi. An inspi¬ 
ration? "Yes, I think that's really where 
the Walker came from," replies Simon. 
"Originally the game was mocked up 
by Dave [Jones] using a Walker-type 
character and he felt that it'd be a 
good basis for a classic shoot-'em-up. 
The final game's evolved from that with 
the addition of a lot of extra features." 

"There are lots of neat things about 


ROTOSCOPING FOR BEGINNERS 

As has become an expected feature of games 
written by or for Psygnosis, Walker will fea¬ 
ture a massive intro sequence. However, in 
a radical departure from the usual hard- 
edged ray-traced style made popular by 
games such as Awesome and Aquaventura, 
it’ll have a slightly more ‘naturalistic’ style. 

“Most of the intro’s being done using 
rotoscoping and some of its DPainted hand 
animation,” explains Simon. To explain a bit 
further, for those of you unfamiliar with ani¬ 
mation terms, rotoscoping is the process 
where by the animator traces over footage 
of live characters and uses these tracings as 
the basis for the final animation. The result 
is very realistic- and fluid-looking animation. 

However, that’s not to say there’s a total 
absence of ray-tracing in the intro: “The 
walker itself has been ray-traced on a Sili¬ 
con Graphics machine using 3D-modelling 
software,” adds Simon. 

So impressed have the DMA Design boys 
been with the way the modelled Walker 
looks and move that it may appear in the 
game. “We have a model Walker rendered 
in 3D that’ll probably find its way into the 
game by the time its finished,” comments 
Simon. “In the future we’re looking at 
modelling a lot of stuff to get a more 
realistic look to it.” 
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(Above) If the Walker's shields are 
worn down to zero, a huge explosion 
ensues and the player's game ends. 
Just to rub salt into the wound this 
graphic sequence is followed by a 
still screen of the Walker lying 
destroyed on a pile of rubble. Tragic, 
eh? 


Walker," comments Simon. "One of the 
best things about it, I think, one of the 
things which makes people look at the 
game and go "Wow!", is the look of 
the Walker, the way it stomps around. 
Adding to this are the 'clumping' 
sound effects. There's no music during 
the game, just loads of sound effects." 


Adding to the look of the game is 
the animation on the aforementioned 
little troopers, which includes lots of 
'splatter' effects when they get blast¬ 
ed. "The characters are quite small but 
when you blast 'em lots of red 
appears!" laughs Simon. "When you 
shoot men in the buildings they fall out 
and hit the ground with a splat! Also, 
as well as shooting the soldiers, you 
can stomp on 'em!" It all sounds sat- 
isfyingly gory, a much-neglected aspect 
of many modern blasters, although 
whether the family-minded bosses at 
Psygnosis will let the graphics through 
unaltered remains to be seen. 

Walker boasts the usual list of tech- 
nically-impressive graphic and pro¬ 
gramming tricks that one has come to 
expect from a Psygnosis release, such 
as 32-colour full-screen graphics 
scrolling fifty times per second with 
two layers of parallax. Adds Simon: 
"We tried for three layers of parallax 
but it slowed things do too much. We 
wanted the action to be fast so we 
dropped the layers down to two." 

At last, after the long wait, Walker 
looks on schedule to finally come out 
although there's still a fair amount of 
work still to be done before its Christ¬ 
mas release date comes around. "The 
top-ground sections are pretty much 
finished but we're still working on the 
underground sections to get them 


right," says Simon. "The problem was 
we had them both running simultane¬ 
ously and we thought that the top- 
ground section needed improving. So 
we did and it's now looking really 
good. Trouble is, when you compare 
that to the underground section you 
realise that the underground section 
needs improving as well so we having 
to get that up to standard!" 


The boys n‘ girls at Psygnosis are qui¬ 
etly confident that Walker will be 
something of a Christmas hit, so much 
so that they want to get Lemmings 2 
out early to clear the way for Walker's 
release. Confidence indeed. And, on 
the basis of what's on show so far, it 
would appear to be confidence well 
founded. The shoot-'em-up renaissance 
starts here. 


PROJECT: Walker 
PUBLISHER: Psygnosis 
DEVELOPER: DMA Design - 
Simon Little (Project manager) 

Dave Jones (Initial design) 

Ian Dunlop (Design, Programming, Sound) 
Stacey Jamieson, Mark Ireland, David 
Hally (Game graphics) 

Neil Glancey (Intro graphics) 

INITIATED: Autumn 1990 
RELEASE: December 1992 
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'pectrum 
to to Byte, 


Take to the skies 
in an F-16 Fighting 
Falcon and fly this 
award winning 
simulation from 


FALCON T1 

Available on 
IBM PC, Amiga 
& Atari ST/STE 
r.r.p. £14.99 


Spectrum 

HoloByte, 


Plus two Mission 
Disks! 


Operation: > 

h Counterstrike® 

Available on 
Amiga & 

Atari ST/STE 
r.r.p. £9.99 


Operation: 

Firefight® 

Available on 
Amiga & 
Atari ST/STE 
r.r.p. £9.99 


Amiga Screen Shots 


Available from 
leading retail outlets 
In case of difficulty 
phone: 0276 684959 


P Send S.A.E. for IA 

.FREE catalogue 

Digital Integration Limited, Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GUI5 3AJ 
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Villiers House 
110 Villiers Road 
Watford, Herts 
WD1 4AJ 
(0923)676419 
All items subject to availability E.&O.E 

£3.50 Please Allow 14 days for delivery 


Please make cheques/P.O.s payable to MICRODISK. P&P: UK add 75p Europe add £2. Elsewhere add 


COMPILATIONS 


GAMES 

4D SPORTS DRIVING........ 

4D SPORTS BOXING. 

A10TANK KILLER ENH. 

ABANDONED PLACES... 

ADDAMS FAMILY... 

ADVANTAGE TENNIS. 

AFRIKA KORPS.... 

AGONY... 

AIR SUPPORT. 

AIR WARRIOR. 

ALCATRAZ. 

ANOTHER WORLD. 

BABY JO... 

BACK TO THE FUTURE III. 

BARBARIAN II.. 

BATTLE ISLE................. 

BEAVERS...... 

BIG RUN...;—..... 

BILLY THE KID. 

BIRDS OF PREY. 

BLUES BROTHERS. 

BLUE MAX. 

BONANZA BROTHERS. 

BRIDES OF DRACULA. 

BUG BOMBER. 

CASTLES.... 

CENTURIAN.. 

CELTIC LEGENDS.. 

CHAOS ENGINE. 

CHASE HQ II. 

COVERT ACTION. 

CRAZY CARS 3. 

CRIME WAVE. 

CRUISE FOR A CORPSE. 

CYBERCON III. 

DAS BOOT............... 

DEUTEROS.... 

D-GENERATION.... 

DISCIPLES OF STEEL. 

DIZZY EXCELLENT ADVENTURES... 

DOUBLE DRAGON III. 

DUNE... 

ELF. 

ELVIRA JAWS OF CERBERUS. 

EPIC. 

EUROPEAN CHAMPION FOOTBALL 

EYE OF THE BEHOLDER. 

EYE OF THE BEHOLDER 2. 

F15 STRIKE EAGLE II. 

F117A STEALTH FIGHTER. 

FI9 STEALTH FIGHTER. 

FINAL FIGHT. 

FIRE & ICE. 

FIRST SAMURAI. 

FLIGHT OF THE INTRUDER. 

FLOOR. 

FORMULA 1 GRAND PRIX. 

FUZZBALL. 

GAUNTLET III.... 

GERM CRAZY. 

GOBLINS. 

GODFATHER. 

GODS. 

GRAHAM GOOCH CRICKET. 

HAGARTHE HORRIBLE. 

HARLEQUIN........................ 

HARD NOVA. 

HARPOON. 

HEIMDALL...................................... 

HERO QUEST (I MEG). 

HOOK... 


HOSTILE BREED...... 

HUMANS.......................... 

I JONES FATE OF ATLANTIS. 

IAN BOTHAM'S CRICKET. 

ISHAR..... 

JAGUAR XJ220... 

J.WHITE'S WHIRLWIND SNOOKER 

JOHN MADDEN'S FOOTBALL. 

KICK OFF II. 

KID GLOVES II.. 

KINGS QUEST V. 

KNIGHTMARE. .... 

LAST NINJA 3... 

LEANDER.... 

LEGEND..... 

LEISURE SUIT LARRY 5. 

LEMMINGS. 

LEMMINGS DATA DISK. 

LEMMINGS STANDALONE. 

LIFE & DEATH. 

LIVERPOOL. 

LORD OF THE RINGS. 

LOTUS TURBO CHALLENGE 2. 

LURE OF THE TEMPTRESS. 

MAD DOG WILLIAMS......... 

MAGIC POCKETS. 

MAN.UTD EUROPE. 

MEGA TWINS.... 

MICROPROSE GOLF. 

MIDWINTER II. 

MIG 29 SUPER FULCRUM. 

MIGHT & MAGIC III. 


SPACE CRUSADE. 

SPACE GUN.. 

SPACE QUEST IV.... 

SPECIAL FORCES. 

STEEL EMPIRE. 

STRIKER 

SUPER SPACE INVADERS. 

SUSPICIOUS CARGO. 

TEAM YANKEE.... 

TEAM YANKEE II. 

TENNIS CUP 2. 

TERMINATOR II. 

THE CARL LEWIS CHALLENGE 

THE COOL CROC TWINS. 

THE MANAGER. 

THE PERFECT GENERAL. 

THEIR FINFEST HOUR. 

THEIR FINEST MISSION. 

THUNDERHAWK AH-73M. 

TIP OFF. 

TITUS THE FOX..........,. 

ULTIMA VI....... 

UNDER PRESSURE. 

UTOPIA....... 

VIDEO KID..... 

VROOM.... 

WILLY BEAMISH. 

WOLF CHILD... 

WOLF PACK. 

WIZZKID... 


BOARD GENIUS 
SCRABBLE, RISK, CLUEDO, 
MASTER DETECTIVE 
£17.99 


NINJA COLLECTION 
DOUBLE DRAGON, DRAGON 
NINJA, 

SHADOW WARRIOR 


4 WHEEL DRIVE 

TEAM SUZUKI, COMBI RACER, GT 
FOUR RALLY, LOTUS TURBO 
CHALLENGE 
£17.99 


2 HOT 2 HANDLE 
GOLDEN AXE, TOTAL RECALL, 
SHADOW WARRIOR, 
SUPER OFF ROAD RACER 
£17.99 


W.W.F. WRESTLING. 
ZOOL. 


POWER PACK 
XENON 2, LOMBARD RALLY, 
TV SPORTS FOOTBALL, 
BLOODWYCH 
£17.99 


MOONSTONE 


MONKEY ISLAND. 

MONKEY ISLAND II.. 

MYTH. 

NAVY SEALS. 

OPERATION STEALTH. 

OUTRUNEUROPA. 

PAPERBOY 2..... 

PEGASUS......... 

PGA PLUS........ 

PGA GOLF DATA DISK. 

PITFIGHTER............. 

PLAN 9 FROM OUTER SPACE 

PLOTTINGS. 

POPULOUS II. 

POPULOUS/SIM CITY. 

PREDATOR II. 

PLAYER MANAGER. 

PUSHOVER. 

RAILROAD TYCOON. 

REALMS....................... 

RED BARON... 

RED ZONE. 

RISKY WOODS,,,,. 

ROBOCOD. 

ROBOCOP III... 

ROBIN HOOD..,,,, 

RODLAND.,,,, 

ROLLIN' RONNY. 

RUBICON. I . 

RUGBY WORLD CUP. 

SENSIBLE SOCCER. 

SHADOEW OF THE BEAST 2, 

SILENT SERVICE II. 

SIMANT. 

SIMPSONS. 

SHUTTLE. 

SPACE ACE2. 

SPACE 1889. 


BUDGET 

AFTERBURNER..,,,,. 

ARKANOID 2.. 

BARBARIAN 2.. 

BATMAN THE MOVIE. 

BUBBLE BOBBLE.,,„.. 

CARRIER COMMAND. 

CHASE HQ.. 

CHUCKIE EGG 2. 

CYBERBALL... 

DOUBLE DRAGON. 

FI6 COMBAT PILOT. 

GHOSTBUSTERS 2..... 

HITCHHIKERS GUIDE. 

HUNT FOR RED OCTOBER. 

JET SET WILLY... 

K.0.2 RETURN TO EUROPE. 

K.0.2 WINNING TACTICS. 

PAPERBOY. 

SWITCHBLADE....,,,, 

WACKY RACES. 

Z-OUT...... 


HOLLYWOOD 
COLLECTION 
ROBOCOP, GHOSTBUSTERS II, 
INDIANA JONES, BATMAN 
£17.99 


MAGNUM 

AFTERBURNER, DOUBLE 
DRAGON, OPERATION WOLF, 
BATMAN CAPED CRUSADER 
£17.99 


DIZZY COLLECTION 
FAST FOOD, QUICK SNAX, 
MAGICLAND DIZZY, FANTASY 
WORLD, TREASURE ISLAND 
DIZZY 


ACCESSORIES 

1/2 MEG UPGRADE + CLOCK. 

AMIGA 4 PLAYER ADAPTOR. 

40 LOCKABLE DISK BOX. 

80 LOCKABLE DISK BOX. 

BOX 10 BULK DISK. 

BOX 10 SONY DISK. 

QUICKSHOT PYTHON 1. 

QUICKSHOT MAVERICK. 

QUICKJOY JET FIGHTER. 

QUICKJOYTOPSTAR. 

COMP PRO 5000 EXTRA CLEAR. 

NAVIGATOR,,,,,,,,,,,,,,... 

ZIPSTICK..... 


QUEST FOR 
ADVENTURE 

OPERATION STEALTH, MEAN 
STREETS INDIANA JONES LAST 
CRUSADE 


Name 


Address 


Postcode 


COMPUTER TITLES 

PRICE 









TOTAL AMOUNT ENCLOSED 
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Civilization 

(Microprose) 

46 

Hoi 

(Hollyware) 

48 

International Sports Challenge 

(Empire) 

50 

Aqua Ventura 

(Psygnosis) 

68 

Crazy Cars 3 

(Palace) 

70 

Liverpool 

(Grandslam) 

72 

Super Tetris 

(Microprose) 

74 

California Games 2 

(US Gold) 

76 

Red Zone 

(Psygnosis) 

79 

Gobliiins 

(Dream Dactory) 

80 

Bug Bomber 

(DMI) 

82 

Catch 'Em 

(DMI) 


THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 


mean? 


0-25 

Rubbish. Offensively low quality. 

26-49 

Below average. Not acceptable by today's 
standards. 

50-60 

Above average. But still plenty of room for 
improvement. 

61-70 

Fair to good. Lots of nice points, but in no 
way perfect. 

70-80 

Pretty smart. Above accepted standards. 

•1-90 

Extremely good. Top notch impressiveness. 

90 + 

Simply excellent. Breathtaking. 


THE OVERALL SCORE 

0 bviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
’• n y good or not. While representative of the elements, it is 
n ot an average of the other scores. That's why it isn't called 
THE AVERAGE. 


* 



JIM DOUGLAS 

Jim is one of eleven lucky people from Emap 
Images to have been enrolled in a top secret 
training programme. This month Jim's 
commitment to his personal development 
enabled him to stay in a 5 star hotel and get 
in touch with his feelings during the busiest 
part of the schedule. And what do these 
taxing and challenging courses involve? 
Throwing a foam ball to each other and 
playing a jumped up version of musical chairs. 
It's tough at the top. 

DAVID UPCHURCH 

Dave "The Length" they call him. And for 
good reason. Dave's recently rediscovered 
swimming prowess has elevated him to 
superstar status amongst the office ladies. 
"He's just like that bloke out of that Levi's 
advert," they swoon. Although we suspect 
they mean the old bloke sitting buy the pool 
on a sun-lounger. 

GARY WHITTA 

Not only has Gutbucket had the privalege of 
going round for tea with top games guru 
David Braben and seeing his Elite 2 in all its 
astonishing glory, but he has also got to 
review California Games 2. 

JIM WILLIS 

Good-for-nothing layabout Willis, probably 
under doctor's orders or something, spent a 
short time this month off his arse for a 
change. He's been building a wall in his 
garden. "A sort of rockery stroke bar-b-q 
area," he informs us. Still it was nice to see 
that he did have time to review a game this / 
month. Oh no, actually he didn't. ( 
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The main screen is where you r ll spend most of your time, giving commands to your units 
and generally monitoring your progress. 


All your commands are accessed — 
from here, but most of them have 
useful keyboard shortcuts too. 


Different type of terrain have differ¬ 
ent uses; hills can be mined, plains 
can be irrigated, and so on. 


Show the size of your population, ■ 
the year, progress of current 
research, cash reserves, and luxury, 
tax and science rates. 


This is where all the action is 
played out. 


Gives info on the currently active 
unit and shows any other units in 
the same location. 


Civilization 


E mpire building in Sid Meier's 
Railroad Tycoon proved sur¬ 
prisingly addictive. Laying 
down tracks between American or 
British cities and then setting up 
your own timetables was like having 
a huge, unlimited train set on your 
Amiga, and you didn't have to suffer 
the embarrassment of queuing up 
behind six year olds at your local 
Hornby stockist. With Civilization, 
Meier has applied the same princi¬ 
ples on an even bigger scale - con¬ 
quering the entire world! 

The objective, put simply, is to 
lead your ever growing tribe of peo¬ 
ple from the dawn of man, through 
the ages, to become the most 
advanced civilization on the planet. 


This vast scheme is played out on a 
world size map which, populated 
with tiles representing everything 
from armies to cities, essentially 
resembles the sort of thing you 
might find in any bog-standard war 
or strategy game. But hold on there, 
before you yawn and slink off to 
read the next review, let me reassure 
you that Civilization, far from being 
the dry and boring pursuit of train 
spotting nerds, is actually one of the 
most absorbing and entertaining 
games to come the way of the Amiga 
in a long while. 

Underneath the slightly tacky 
graphics, the ugly typeface and the 
strident soundtrack there's a first 
class game struggling to be noticed. 


Long-time Barbarian Laurence Scotford 
gets civilised enough to conquer Sid Meier's 
latest masterpiece. 


If you've played Railroad Tycoon, 
you'll know exactly what I mean: so- 
so audio-visuals, but you'll quite hap¬ 
pily play it to three o'clock in the 
morning three nights running. 

So how does Civilization work? It's 
normally a question best left to 
philosophers, economists, social sci¬ 
entists and their ilk, but in this case it 
can be summed up quite easily. You 
begin with one measly flea-ridden 
rag-bag of a tribe, and your initial 
task is to found a capital city. Having 
done that you can use the resources 
in and around your new home to cre¬ 
ate a range of useful things, be they 
soldiers for defence or invasion, set¬ 
tlers and traders to expand and 
improve your empire, shipping and 
other transport, or important con¬ 
structions like temples and universi¬ 
ties. 

As the game progresses, visits from 
other empires tend to become more 
and more frequent. They may want 
to make an offer of peace or demand 
a tribute in lieu of invading you. In 
the latter case they're often just call¬ 
ing your bluff and a raised middle 
finger is usually the appropriate 
response. 


Major events in the game are flagged 
by newspaper reports. These can be 
anything from a new invention, like 
gunpowder, to the downfall of an 
empire. 

One of the most appealing and 
the most daunting aspects of the 
game is that, no matter how many 
extra units you create during the 
course of play, you have control over 
every single one of them, all the 
time! You can guide your budding 
empire in exactly the direction you 
like, as either a peace-loving trading 
people or a horde of warmongering 
barbarians. Neither option guaran¬ 
tees success, and whatever you 
decide, the competition is always 
tough... 


The whole world in miniature helps 
you keep track of areas outside of 
the floating map window. 


m u ■.. ■ ■■I . . .. . - - -rra» 

The Zimbabwe Tribune 

Jcmuctr-j 1, 900 B=C ___ 18 4 | 

Zulu wise men 
discover the secret 
of Magnetism! 
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Each city has its own information screen. Here you can change the item that the city 
produces and the division of labour within the population. 


Improvements Roster 
A list of constructions built in 
the city. 


r 'HHP 


Production Box 
Shows the item currently in 
production, and resources 
made available for it so far. 


Food Storage Box 
The city's own grain moun¬ 
tain, stored for future use. 


Information Window 
Shows a variety of information 
from units currently stationed in 
the city to a world map showing 
locations of that city's own units. 


Roman 


tOOOBC 


tSOMB 


The atomic bomb changed all the standards for 
measuring military power. The strongest cities and the 
*®st po werful ground forces could he erased from 
** rriap uiicit the release of lust one ItUCLEffcR ooirb 
» f JCLEAR uaeaviohs could obliterate ang target The onlg 
»»iMe defense against the AUCLEAR threat uuas to 
»* ouire one's own arsenal of NUCLEAR Mieainons as a 

It i«s ir nnir to wany th^r th<» riPiip|ApiM»nt nf 
••e r iost devastating weapon of history Mias at least 
• irtig responsible for the longest period of relative 
iorld peace. 


At the end of the game, you get to see exactly how well you've done 
compared to other empires. It can often be quite a shock to find that you 
haven't been quite the king of the castle you thought you were. Your civiliza¬ 
tion score depends on a number of things like turns passing without any con¬ 
flict, success at keeping pollution down, advances made and wonders of 
the world constructed. 




NUCLEAR 

military Unit 

1 




- thought that on-line help was something you only got with boring 
-ess programs, think again. Civilization has a civilopedia which contains 

greens on almost every aspect of the game. These are often shown 

- certain elements first become introduced into the game, when you 

‘ » scientific advance for instance, but you can optionally call them up at 

• ? me. This is especially useful when you are planning your research in 


'o pul at ion Roster 
j^ows total population for the city 
and proportion of happy people, 
-nhappy people, and specialists. 

City Resources Window 
'he resources generated by the city 
each turn. 


w ome City Window . 

ts controlled by that city, and the 
esources they require each turn. 


Cfy Map 

S how resources yielded by the land 
>^rounding the city. 


' number shows how large the 
ty's population is. If it's coloured 
ed, the people are revolting! 

Each type of unit has a different icon, 
• ith the empire they belong to being 
ndicated by the colour. 


A * certain times during the game, if your people are generally happy, they'll 
* I club together and either bolt an extension onto your palace or upgrade an 
• •sting bit depending on your taste. You can, if you wish, have an interest- 
g mix of the three styles available. 
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Industrial Revolution 

Progress has it's downside of course. Once you're 
showing people Watt's Watt with railroads, and 
you've constructed your first factories, you'll find that 
pollution begins to rear it's ugly head. You could 
make like the politicians of course and ignore it, but 
ultimately that leads to global warming, and eco¬ 
logical catastrophe strikes! 


PDVISORS WORLD CIVIL. OP 


THE SEVEN AGES OF MAN 

One of the nicest elements of Civilization is the way that the gameplay radi¬ 
cally changes as your empire enters each new phase of its history. Logically 
enough, while romping foot soldiers have a whale of a time pillaging the 
local countryside during the early part of the game, it's not an advisable 
course of action in the later stages, when your opponents can deal with the 
irritating little swine by just dropping a two megaton bomb on them! 


The Dawn of Civilization 

Life is a breeze. You're about to found your first city, 
there's apparently no competition whatsoever, and 
the land looks ripe for exploitation. 


Exploration 

Having got settled in, ordered the milk and newspa¬ 
pers and other such mundane things, it's time to go 
out and explore the garden. Those great swathes of 
black are parts of the globe you haven't explored yet, 
and they only become revealed when one of your 
units passes through or near them. 


Contact! 

Sooner or later you're going to meet the neighbours. 
When you do, quickly assess how strong they are. If 
they're puny, you can give them a thorough beating 
and send them off with their collective tail beneath 
their legs. If they're bigger than you are, you'd bet¬ 
ter simper a bit and give them all your sweets, or 
alternatively make peace and trade with them. 


Renaissance 

Look we're big boys now! The game starts to get real¬ 
ly interesting when you're developed enough to start 
building real ships, rather than boats that sink when 
it rains, and have enough knowledge to develop gun¬ 
powder. 




Nuclear Age 

In the golden age of the split atom, your answer to 
pollution is nuclear power. Like real life though, noth¬ 
ing in Civilization is that simple and meltdown is 
always a real danger. Nuclear power does have anoth¬ 
er use of course, and you can merrily create a dozen 
Hiroshimas, provided you're ready to accept the con¬ 
sequences of course.. 


_ lj i» 



Whenever you found or improve a 
city, or there's a major event like an 
insurrection, you are treated to an 
animated view of the happening. 
These are quite amusing at first, but 
can interrupt the flow of the game at 
later stages, so it's fortunate that 
you can bypass them by just pressing 
a key. 


Space Race 

The final phase is the race for spac< 
We're not talking about getting a toot*’ 
paste tube to fart its way to the me: * 
here, we're talking colonisation of de*# 
space. After all, you've made a rigfci 
mess of your own back yard, now * » 
time to go and drag your muddy 
right across somebody else's living ro -■ 
carpet! 


The intro sequence looks quite pretty 
in places, but does it tend towards 
'long winded and tedious'? You bet 
it does. Only trouble is, it's used to 
mask the generation of each new 
world, so you'll just have to jolly well 
put up with it won't you? 
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Aiee - phones! Despite the fact that 
Hoi now has himself equipped with a 
shiny and by all accounts highly desir¬ 
able jetpack, he still has occasional 
bouts of technofear. And who can 
blame him when he's presented with 
such fiendish problems as a veritable 
exchange of telephone receivers, all 
gliding back and forth at different 
speeds. Using your skill and 
judgement, you must help Hoi scale 
the top of the tower of telephones 
emerging at the top to face even 
more sticky baddies. In these tax¬ 
ing set-pieces, the re-start block 
reduces the player's sense of 
frustration considerably. 


I f you thought Saurs were the sort 
of thing you developed in your 
lower facial region after spit swap¬ 
ping sessions with an insufficiently 
vetted member of the opposite sex, 
prepare yourself for a shock. Saurs 
are, in fact, baby dinosaurs from a 
world strangely similar to 
our own. Unlike humans, 
Saurs waste no time 
killing and maiming each 
other, but instead single- 
mindedly pursue their 
goal of evolution into a 
super-race of omniscient 
beings. 


Who out there is man enough to guide Hoi 
the dinosaur through the derranged and 
dangerous Madlands on his quest for female 
companionship? Jim Douglas thought he 


was.. 


However, breeding Saurs isn't as 
easy as it may sound. For the females 
of the species, thanks to a rather 
unco operative decree by the Saur 
elders have been moved to the far 
side of the Madlands, a strange and 
hazardous place. And so it's the play¬ 
er's mission to guide his Saur through 


the Madlands (four levels and a final 
stage), avoiding the obstacles and 
collecting the bonus points as he 
goes, eventually reaching the other 
side and - ahhh! - his prospective 
mate. 

Hoi, the Saur in question, is 
endowed with particular abilities 
appropriate to the level he is cur 
rently exploring. During the first 
stage, he can walk left and right and 
jump, relying entirely on his smooth 
movement to avoid contact with the 
baddies. Later, deadly orbs issue 
from Hoi's mouth and he ever 
sprouts a jetpac to negotiate the 
tricky third stage. 

The biggest question, of course 
since you have already worked ou* 
that this is a big scrolling arcade 
adventure is, "has it got anything 
new to offer?" Well, let's see sha * 
we? 
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LHSTJll ILITY 




Joystick 




PIHYHBILITY 


So what r you will surely ask r can war¬ 
rant Hoi's simply soaring scores. After 
all r it's only an arcade adventure, isn't 
it? Well, yes. But Hoi is an arcade 
adventure so pure that it brings back 
all those memories of what games 
used to be about. For a start, since 
Hoi's controls - at their most convolut¬ 
ed - only involve left, right, up and 
shoot, the player's attention is 
focussed on making the character 
work properly and inventively, rather 
than running through a limitless num¬ 
ber of permutations of possible 
moves. 

Hoi's environment is also very 
simple. Essentially, it's just a group of 
four landscapes with a number of 
checkpoints for each. But this simplici¬ 
ty makes it possible for the individual 
problems facing the player to be made 
more tough. 

Graphically, it's pretty standard fare. Regulation parallax 
backdrops scroll behind stone and wood foregrounds that 
we've seen many times before. But even here there are plen¬ 
ty of innovative touches, such as the stage where platforms 
are hidden in the parallax background and only available 
when Hoi moves, making an otherwise predictable ascent up 
a narrow shaft positively gripping. 

Inevitably, Hoi will be dismissed by many as simply 
another arcade romp and there's no doubt that elements 
seen here have been done better in the likes of Robocod and 
Harlequin, but for all that, it seems so offer something just a 
bit more rounded than either of the other two in my book 


(Above) Here in the maze in level 3, 
Hoi is not only presented with the 
standard Which Way Now dilemma, 
but the additional hurdle that the 
maze is almost entirely unlit. 
Thankfully, Hoi and his deadly spit- 
globs emit powerful patches of light. 
And so does the enormous mechani¬ 
cal snake which races all round the 
maze. How to get out of the maze? 
Why, backtrack along the snake's 
path, of course. 


»ariy problem but one indicative of the standard obstacle fare which our 

• must negotiate before he can reach the other side of the Madlands. The 
- :mg Balls, true to their name, bounce up and down in an entirely pre- 

• ble pattern. While scaredy bottlers will sit on the left of each ball, trying 

• ork out when it's safe to run, true hardmen like us will work out that it's 
> ole to run through the whole lot in one go without stopping. But then 

ouldn't like to boast. 


~ For a cute green dinosaur. Hoi 

* ertainly pack a punch. Here, 
mb faced withe deadly cylindrical 

s ne can dispatch them by spit- 
; ttle bombs at them. While the 
t# —doesn't feature anything as 
; - sticated as inertia or gravity - 
% bullets" just go in a straight 

• * and his jet-pack will keep him 
+* . .ering all day without touching 

• joystick once if so required - 

v* stages work perfectly well, and 
*<de some rapid thrills once all 
lumping and maze exploration 
^pen dealt with. 

1 ;ht) Here we are on level 2 and Hoi 
rs himself presented with a simple 
-* by no means easy problem. 

;htly coloured planes glide from 
;-r to left along the construction 
bashing into poor Hoi's head. 

* * solution is to just time your 
-•ps correctly and head for the lad- 

on the right side of the screen 
■Vre - magically - the planes do not 


Glowing crystals set in metal cubes 
are not gaudy jewelry but in fact 
marker points which prevent Hoi hav¬ 
ing to return to the start of a huge 
level each time he loses a life. Since 
Hoi is killed rather easily by virtually 
everything in the Madlands (indeed, 
a fall measuring only slightly more 
than Hoi's height will do for him) this 
is a Good Thing. 


One of the least impressive aspects 
of Hoi is that occasionally the player 
is forced to make blind leaps into 
thin air, only afterwards finding out 
if he has leapt the right way or not. 
Here, Hoi is clambering down a set of 
long towers. Unfortunately, since he 
can't see what lies below him. Hoi is 
forced to indulge in just such a 
tedious sequence of trial and error 
drops. 
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R E V I E 


INTERNATIONAL 

■CHALLENGE 




(Right)Like the other shooting events, 
the target range is virtually impossible 
to do well at when played with a joy¬ 
stick since it requires speedy sight- 
whizzing. At first the targets move 
round slowly and you'd have to be 
Elmer Fudd in order to miss the bulls- 
eye. Later rounds are far more tricky, 
with the targets turning away almost 
before you've registered they're there 


The skeet shooting is quite a 
laugh. The player cycles through a 
number of 'stations', each 
programmed to launch skeets (clay 
pigeons) in particular combinations. 
The aim, obviously, is to blast as 
many skeets as possible. Mouse con¬ 
trol is by far the best here, since 
much swift sight-shifting is neces¬ 
sary. The player can move very 
freely, and the background rapidly 
scrolls to keep up with even the 
most erratic movement. Remember, 
you've only got two shots per 
'launch' and wasting one will require 
spectacular two-birds-with- 
one-cartridge antics to maintain a 
score. 


LVt tO 

Never has a sub-game been more aptl* 
described than Sports Challenge’: 
‘Marathon’. Absolutely every detail of th- 
whole race is chronicled and there’s a goor 
chance that by the end of the event mos 
players will indeed collapse into a gibbc • 
ing heap and need to be wrapped up ir 
some of that Mars Bar tinfoil. To prevent 
the, er, boredom of such a lengthy ever: 
hampering the players’ enjoyment, tb< 
marathon runs throughout the who ? 
game, with players returning to check r 
the progress of their runners after cor^- 
pleting each of the other events. 


(Below) Now that's how the professionals do it. Before attempting a dive, the 
player can watch a computer-controlled demonstration of how it should be 
done. Thie serves a useful purpose, since the player can watch and then 
attempt to immitate the joystick movements represented by the rather natty 
set of circles in the top right corner of the pic. The inner circle represents the 
power of the take off from the board, which pulsates on the first click and 
locks on the second (the aim is to catch it when the diameter is widest). Then, 
the little grey ball wifi move around the circumference and the player's 
joystick position (the other little ball) must follow it in order to perform the 
dive correctly. 


Summer may well mean sea and sun, but 
it also means sports games by the 
cartload. Jim Douglas limbers up on the 
sidelines to take a look at Empire's latest 


Giddyup! Hilarious as it may look, the 
horse riding is rather exciting. Despite 
the fact that the big horse's head 
makes you feel as if you're on a merry- 
go-round at the fair rather than astride 
a mighty stallion, this section plays 
most agreeably. The scanner in the top 
of the screen guides the player to the 
appropriate jump, and simply joystick 
controls make the horse go in the right 
direction. The best times combined 
with a clear round win the day. 


O h for God's sake! Who are 
Empire trying to kid? It's bloody 
boiling out there and they're 
trying to make us run about and cycle 
and swim in some infernal sports game. 
Much as strenuous physical activity is 
absolutely out of order in such blister¬ 
ing conditions and the only jogging 
even worth considering is the horizon¬ 
tal variety, this particular offering is in 
one of the 


more enjoyable sportsters of the 
moment. 

International Sports Challenge is, in 
distinction from many sport games cur¬ 
rently available, no simple stick wag- 
gler. Instead, it's a medley of events 
designed to realistically emulate the 
details of six international sports disci¬ 
plines in some considerable detail. 

But don't let that put you off. 
Although the game doesn't score quite 
so highly when it comes to high 
adrenaline, stick waggling excitement, 
each event is significantly different from 
the rest, making each a new challenge. 

feel as if you're learning a new skill, 
rather than just waggling a different set 
sprites into life. 

As you would expect, you can pick 
and choose which events you fancy and 
any combination you like. The 
marathon is the only exception here 
since, true to its name, it is a bloody 
long event, the idea being to play the 
marathon along with the others, 
returning to check the progress of your 
runner as he slogs out the miles while 
flitting between the shorter events. 


















































While I was a little disappointed 
to discover that Sports Challenge 
isn't Track & Field for the 
90s, I was most chuffed that 
Empire has steered 
gjpH sufficiently clear of all the 
faj ghastly menu-wading that 
®gij often accompanies 'detailed' 

|H sports games. Every event, 
apart from the marathon, 
can be played individually or 
P3 in any combination with a 
' | minimum of fuss. 

Considering that there's such 

- a variety of sub-events 

(which diving board you wish to 
use, what sort of riding event, 
etc), it's a blessing that you can 
jump in almost immediately. It's a 
shame that you can't quit back to 
the menu with ESCAPE if you do 

-ijggg:-- t : - select the wrong 

Ji one, but it's 

hardly the end of 
the world. 

J. 

Visually, Sports 
Challenge is not 
« exactly a work of 
art, but at least 
the programmers 

- Z=Z- haven't taken the 

easy route and made the competi¬ 
tors simply look 'funny'. Even in 
the places where the graphics 
don't work especially well, it's a 
refreshing change to be able to 
actually believe you're controlling 
a real human being, instead of a super-human 
sprite. The biggest let down of the whole package is 
^ A j Trap Shooting, which looks like a bit of 
Sii I an afterthought, with some ropey and unin- 
fe# ■ spiring graphics. It simply can't compare 
m with the excitement of the Skeets and it 
g§yj looks a bit hurried. On the whole, Sports 
^i§§B Challenge is a thoroughly enjoyable and 
Immm entertaining sports sim. If you're feeling 
*mmm heroic enough to attempt every single 
event, thus embarking on the Marathon too, then I 
suspect you'll find it most rewarding. 




(Above)Builseye! A rather slick deriva¬ 
tion of Duck Shoot is The Boar, a sim¬ 
ple accuracy/speed test where the 
player must get as many shots out of 
a possible five into the highest scor¬ 
ing area of the each boar's target. 


! ikhuiiitt 


Above) The purest waggler in the 
suite is the cycling. Two race styles 
are available (a straight race or a pur¬ 
suit race, where your opponent starts 
on the opposite side of the track and 
the aim is to catch each other) and 
*ne races are held over different dis¬ 
tances but whatever the choice the 
Jim is simply: waggle like a good 'un. 
All steering is handled by the 
computer and it's simple pedal- 
- ower that will see you through. 


fmfm 

\p : i 


(Above) Darn! That close! It's all very 
well being able to yank one's crank 
very fast, but doing it smoothly and 
breathing (with the FIRE button) at 
the correct times makes all the differ¬ 
ence between winning and losing. 


'op Right) That marathon course in 
full. This is where the players can 
actually be seen making their 
progress and from where the main 
aspects of their runner's statistics 
can be examined and altered. 


Bottom Right) Elements like speed 

• n d rhythm are affected with simple 

* ck waggling (the more you waggle 
: ver a five-second period, the faster 

your runner will go over the next 
stage) while other factors, like 
should he have a wipe with the 
~ onge or have to drink at the next 
stage, can be altered without any 
joystick bashing at all. 
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metallic dang when your ship hits ti 
sides of the tunnel probably gives y< 
some idea of the qualify of the rest. 


However, for ail this aesthetic criti¬ 


cism, 8 actually found Aquaventura 
quite enjoyable to play. The action 
couldn't be described as fast but the 
well-defined aim makes it surprisingly 
engrossing although it is a bit easy 


nuniiin 


rst for a Ps 


got 


y through the 
or fifth go so I'm 
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re will 


fithirs a couple of days. The 
mark against Aouaventura 




The pyramid conceals the entrance 
to the tunnel to the next level. 
Having destroyed the generators the 
player can start blowing up the four 
shield casters dotted around the 
base of the pyramid. Lining up on 
the casters is a lot more difficult 
than it sounds and it's often a good 
idea to use one of your limited sup¬ 
ply of three homing missiles to get 
the job over and done with. 


HE 


m 


\fW0&j 


VENTURA 

After literally years in 'development Hell', 
Psygnosis finally unleash Aquaventura on 
an unsuspecting world. But, ponders David 
Upchurch, is it worth the wait? 




C urse those alien scumbags! 
They've only gone and invad¬ 
ed the Earth again. And, of 
course, there's only one man who 
can save the planet hlah hlah hlah. 
Since Aquaventura's been in devel¬ 
opment for nigh-on four years, you'd 
think Psygnosis would be able come 
up with something slightly more 
inspiring than this. Even the compa¬ 
ny's manual writer recognises that 
this is a pretty crappy old excuse for 
a plot and has written the scenario in 
an amusingly 'tongue in cheek' style 
that compensates for its banality. 

But, as we all know, at the end of 
the day it's the game that's impor¬ 
tant, not its plot. So, does Aquaven¬ 
tura make the grade? Well... almost. 
It's essentially a 3D shoot-'em-up. In 
his AquaCraft, the player skims over 
the surface of a vast ocean populat¬ 
ed by the bizarre and totally hostile 
Spurcians. Each level's ultimate aim 
is to destroy a giant pyramid guard¬ 
ing the passageway to the next level. 

The Spurcian breed are many and 
varied and are produced by black 
slabs that rise out of the ocean's sur¬ 
face. By shooting the slabs the play¬ 
er can slow down the alien attack. 
However, this wastes valuable time 
and the player tends to be better 
off ignoring the aliens and con¬ 
centrating on the main task of 
destroying the pyramid. 


However, these pyramids cannot be 
destroyed until the solar generators 
powering its shield are destroyed. 

Having opened the passage the 
player has to tackle the obligatory 
end-of-level monster before flying 
through a wildly-snaking tunnel to a 
weapons depot where the Aqua- 
Craft's shields are replenished and its 
weapons enhanced before it is 
thrown out into yet another battle¬ 
field. There are eight levels in all, with 
the Spurcian presence and the num¬ 
ber of generators to be destroyed 
increasing in each. 







































Aiieeee! Kill Zone! Yes indeed, two 
new words to strike terror into the 
very heart of the games writing 
community. Why? Because the Kill 
Zone is the location of the most 
excellent hints, cheats and maps, 
guaranteed to help you through the 
most tortuous and tricky stages in 
the hottest games of the moment. 
Month by month, the pull-out 
sections will build into an enormous 
and unsightly pile of 
paper/thoroughly useful tome of 
reference (delete as you see fit) 
detailing all the stuff that you really 
want to know about the most 
popular games of all time. 

You surely must know the routine by now. Take a 
firm grasp of the Killzone pages, hold the rest of 
the mag with your other hand and pull your arms 
apart - shazam! In one easy step you have turned 
the world's finest Amiga magazine into, er, the 
world's finest Amiga magazine PLUS a standalone 
supplement. Crazy eh? 


















Powerful headers from 
the halfway line are a 
useful way to return 
your opponent's goal 
kicks. It can put you in 
a fine scoring position 
by catching the 
defence unawares. 


Try a long diagonal kick "up and 
under" from just inside the touch- 
line in your opponent's half, and, 
as it comes in, swerve it towards 
the far post of the goal. Due to 
the long range of the shot, this is 
only really effective against naff 
goalies. 


It's the best foot¬ 
ball game money 
can buy. It's also 
bloody hard. 

Which is why you 
should thank 
Sensible 
Software's Jon 
Hare for providing 
you with these 
top tactical tips... 
SOME HANDY 
HINTS 

When taking a goal kick, always 
wait until the opponent's striker 
has moved well away from your 
keeper. This prevents any uneces- 
sary disasters. 

When attacking, keep an eye on 
the goalkeeper's fumbles - espe¬ 
cially with the naff teams - and be 
ready to capitalise on them. 










This is a simple one, and a technique favoured by 
goal-greedy glory-hunters. You can try this from 
the kick-off - run straight at the goal down the 
centre of the pitch, and as you cross into the 
area, just before reaching the penalty spot, boot 
the ball and apply serious aftertouch to the left 
or right. This should send it swinging into the far 
corner of the net, out of the goalie's reach. 






Don't try to head the ball into 
the net too close to the goal - they 
will nearly always hit the bar or go 
over. 

If you need to get to the ball 
quickly, remember that you can 
gain an extra burst of speed by div¬ 
ing or sliding. 

Always use the "View Oppo" on 


sis 

" fl. H, — 




the pre-game tactics screen and 
mark up on opposition star players. 

Putting an outfield player in 
goal, however japesome it may 
seem at first, means certain death. 
Don't do it. 

If you're in the lead with a short 
time remaining, call up the Bench 
and choose Defend as your forma¬ 
tion. This closes ranks on your goal 
and lessens the chance of a last- 
minute equaliser. Likewise, use the 
Attack formation if the situation is 
reversed and you desperately need 
a goal. 

Don't bother trying to dummy a 
computer player - it's virtually 
impossible to do. 


SEEDINGS 

Sensible Soccer doesn't specifically 
tell you how good teams are, so 
here's a handy list of seedings that 
puts them in their place. With this as 
reference you'll have a better mea¬ 


sure of the team you're going up 
against. 

CUSTOM TEAMS 

The list runs downwards, with the 


Pass corner kicks to the 
player at the near side of 
the penalty area, then 
move him a little towards 
the goal. As you cross the 
near post, boot the ball 
and swerve it hard in 
towards the goal. With 
luck the keeper will be 
stranded and the ball will 
sail in. 
























Sensible refer to this one as "the ultimate goal", and 

scoring one should be the high point of your career. 

Boot the ball towards the goal from far out and, as it 

starts to come down, send in a striker with a diving 

header. As the player makes contact with 

the ball, use aftertouch to send the header 

off at a diagonal. This will baffle 

the keeper and send the ball 

into the far corner. It also 

looks bloody brilliant. 


a r alternative to the near-side 
: -ner technique is to lob a shot 
•'am the corner spot straight 
«: 3ss the goal, then slide in a 
; , er from outside the area to 

«- ock it in. 


Defenders should use the sliding tackle to gain extra 
speed when they need to get to the ball in a hurry. 
Sliding in and using aftertouch to alter the direction 
of the ball when hit can help to keep the ball in play 
and prevent you from giving away unnecessary cor¬ 
ners. 


■■i 


It may sound obvious, 
but always try to aim 
penalty kicks towards 
the far corners of the 
net. The keeper will 
nearly always save shots 
near the centre of the 
goal. 


mr * teams at the top and the worst 
m *'ie bottom. Simple, really. 


«ATIOIUAL TEAMS M 

Hz SEED 

lr g and, Germany, 

<*o«and, Italy, France 

3 SEED \1 

w -oslavia, Republic of 
r t'^d, CIS, Romania, 
noslovakia 
d SEED 

* d, Belgium, Sweden, Spain 
Ml SEED 

Si * and, ^ 


Switzerland, Austria, Hungary 
6th SEED 

Finland, Norway, Northern Ireland, 

Greece 

7th SEED 

Turkey, Albania, Faroe Islands, 

Luxembourg 

8th SEED 

Malta, Iceland, Cyprus, San Marino 


CLUB TEAMS 

The top club teams are.. 
AC Milan, Liverpool, 
Barcelona, 
Internazionale, Red Star 
Belgrade, Real Madrid, 
Juventus and Bayern 
Munich. 


















































grave of one of Largo's relatives 


keep going until you have a half-rot 


ten bone in your possession. Yuck! 


the beach 


After watching the intro, walk 
into Ticktown, where you'll be 
promptly mugged and left penniless 
by Largo LaGrande. Don't bother 
exploring Ticktown yet - there's 
plenty of time for that later. Instead, 
get the shovel off the sign by giving 
it a yank. Head for the swamp... 


...Climb into the coffin and pad- have a chat to the Voodoo Lady 
die until you find the Voodoo Lady's about what you've got to do to get 
shack. Once inside take a length of rid of Largo. Now, time to visit the 
string (you'll find the reel amongst graveyard... 
the junk on the shelves) and then 


Oh me deary-ohs! That accursedly-good Monkey Island 2 is causing much toil and trouble 
across the nation. But hold, Cap'n - complete solution ahoy! 


PART 1: THE LARGO EMBARGO 


...Walk to the knoll to the back of 
the graveyard and search out the 


Start digging with the shovel and 


Leave the graveyard and make for 


...On the path leading to the 
campfire you should see a stick. Grab 
it and return to Ticktown... 

...Go to the Bar ship and sneak 
into the kitchen via the ship's rear 
windows. Don't worry about the 
cook 'cos he'll pay you no attention. 
Pick up the knife from the table and 
leave by the same way you came in... 


...Go to the Inn ship at the end of 
the jetty and cut the rope tethering 
the baby crocodile to the beam. The 
Innkeeper will chase after the 
scarpering croc, enabling you to 
grab some Cheese Squigglies from 
the croc's dinner bowl and... 

...Sneak into Largo's room. Grab 
the toupe from the dressing table 




































LeChuck's Revenge 



...Scoop up a load of muddy 
swamp water with the bucket and 
head back into town... 


and leave sharpish before Largo 
turns up. Toddle off to... 


...The Laundry ship. Have a chat 
to the Men of Low-Moral Fiber™ just 
for the heck of it then try to grab the 
bucket. The MoLMF™ will get a bit 
stroppy so get a bit stroppy back and 
you'll get the bucket. Time to go 
back to the swamp again... 


...Slip back into Largo's room 
and close the door. Prop the mud- 
filled bucket on top of the door, hide 
behind the dressing screen and wait. 
When Largo enters he'll get covered 
in gloop and run off screaming to 
the Laundry. Follow him... 


...After a bit of a scene Largo will 
order you to pick up his clothes. Return 
to his room, get the laundry ticket from 
the back of the door, go back (again!) 
to the Laundry and give the ticket to 
Marty. Mmmmm, nice! Time to pay a 
visit to Wally the Cartographer... 


...Grab a sheet of paper from 
the pile on the desk in the fore¬ 
ground. Hang around and when 
Wally puts down his monocle to 
rub his eyes make a lunge and grab 
it. His cries of despair will break 
your heart so leave for the Bar as 
soon as possible... 


- ...Chat to the barkeeper to kill 
time until Largo turns up. Largo 
will gob on the wall and leave. f 
Use the paper to mop up some / 












MONKEY ISLAND 








move 




When I gel: -this thing off my 
head sonebody s gonna be 
-IlieSlisoRry. 


of the spit. You now have all the 
stuff you need to make your voodoo 
doll so go and see the Voodoo 
Lady... 


...You should find yourself back 
in the Voodoo Lady's shack. She'll 
give you a handy book on Big 
Whoop and some very bad news 
about LeChuck - he's back and he's 
bad! Best get off Scabb Island 
sharpish... 


...Give the Voodoo Lady the 
grubby bone, the toupe, the bra and 
the spit-covered paper. After a bit o' 
magic the Voodoo Lady will give you 
a Largo doll and some pins. Go back 
to Largo's room... 


...As soon as Largo appears use 
the pins on the doll. Largo will yelp 
and clear off, but only after knicking 
LeChuck's living beard off you! Bad 





























assassinate? 


Iri f acffift Qu^newic oq k has been working all 
^nfon atveisyfspecial vichyssoise. 




NEXT MONTH! The rollickin' adventure continues with the second part of this complete solution! 


I 2 


LeChuck's Revenge 



























Here, behind the stairs, Gomez can turn himself from a poor helpless greasy 
haired git into a super-tough cash-rich top fella. Remember, for every twen¬ 
ty-five dollar signs collected, Gomez gets an extra heart. For every 100, he 
gains a new life. So don't regard scooping the coins as a simple points-scor- 
ing exercise, cos here, money really can help you live forever! 


Here we are in the bottom left corner of the Hallway. Most of the regular 
doors we're sure you've explored already. But what about this one? Stand 
immediately beneath the door you can see and push up. Zing! A magic door 
appears and leads you through to the crazy world of Behind The Stairs. 


FEZCOPTER 
ROOM |) 

Aha! - The 
Fezcopter. Take a 
running jump and 
grab the copter, 
then head out of 
this room, up the 
stairs and into the 
More Coins room. 
If you've moved 
fast enough, 
you'll be able to 
get to the top set. 


Here Gomez is presented with a big 
bunch of coins, but no way or reach¬ 
ing those in the top half of the 
screen. Jumping won't do it and 
there's no other way into the room. 
The answer? Find the Fezcopter! 


This, obviously, is the entrance and 
exit to the BehindStairs area, lead¬ 
ing from the main hall to, well, 
here really. 


Coins aplenty can be scooped here. Remember that every 25 coins means an 
extra heart. 
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FAMILY 


Thanks to those fine fellows at Ocean we 
can exclusively reveal an entire secret world 
that players may have missed, plus, some 
general advice on becoming the toughest 
Gomez imaginable. 



NEXT TIME 
Now you've got a 
fully beefed-up 
Gomez, it's time to 
get going and res¬ 
cue those family 
members..! 


As soon as you start the game, 
pause and press escape. You'll be in 
the Continue or Quit room. Don't go 
to the Continue option, but instead 
walk left off the screen. You will 
now find yourself in a room of 1- 
ups. Collect them and go back right, 
then go through the Continue door. 


ARID ALSO... 

Having scooped all the clobber from 
behind the stairs, it's worth remem¬ 
bering that there are another two 
top things which will make Gomez' 
life a whole lot easier. They are: 


SUPER GOMEZ a 

The "G" Shield which turns you into 
SuperGomez can be found in the Freezer in 
the kitchens. To get it, you need to bounce on 
the head of a penguin when it is walking on 
one of the platforms, a little better than 
we've done it here. 


Here we find the Speedy Shoes. 
Gome&can collect these for 
even faster running abilities. 
»Vhil^it doesn't really make a 
whole lot of difference 
whether the G-Man can run 
♦jsifcor not, the shoes act as an 
extra “life", since they get 
tal*n away instead of your 
energy whenever you get hit. 
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If you're the proud owner of one of the finest soccer games to 
emerge this Spring, you'll know only too well that it's also one of the 
toughest. Thank heavens then for the game's programmers, who are 
on hand with a veritable cornucopia of Astounding Athletic Advice... 

"Pass, pass. Always pass. Let the ball do the running for you." 

- Michael Caine in Escape to Victory. 


Wingers not only have more 
chance of covering distance untack¬ 
led, but they're much better placed 
for setting up goals. So rather than 
blasting down the middle of the 
pitch, run down the wing and cross 
it into the box. 


When in the box, you don't have 
to shoot immediately. You might 
even try to hang around for a bit, in 
the hope that you might get tackled 
and pick up a penalty. 


J If attackers are closing you down 
in your own area, don't try to be a 
hero. Run the ball back to the 
goalie, who can boot it out of dan¬ 
ger. 


mtft hi 


TACTICS AMD 
FORMATIONS 


j A good way to deal with an always be awarded 
opposing player in possession is sim¬ 
ply to shoulder-barge him away 
from the ball. 


^ In defence you should play close 
attention to certain areas, namely 
the areas around the pitch corners 
and the corners of the penalty areas. 
These are potential scoring posi¬ 
tions. 


^ Against superior opposition or a 
difficult computer team, choose a 
defensive formation with a sweep¬ 
er such as 5-4-1 or 5-3-2. 


^ If you need to catch up with the 
ball quickly, use sliding tackles, one 
after the other, to travel faster. But 
don't slide into the ball, as this will 
kick it away from you. 


^ Try to force attackers away from 
the wings and into more central 
positions - the goalie has a much 
better chance of saving a central 
shot. 


^ Against weaker opposition, 
choose attacking formations such as 
4-2-4 or the favourite (known as the 
"whack the opposition" formation) 
2-3-5. 


If you get really desperate, you 
can always do a hatchet job on your 
opponent. A free kick will not 
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straight and curl it hard to send it 
swerving out of the keeper's reach 
and into the net. 


ning towards the goal so as to be pre¬ 
pared for any rebound opportunities. 


to try dribbling the ball around the Scoring from a free kick - aim your 
goalie. Run across him diagonally shot slightly away from the goalmouth, 
(but don't get too close, or he'll hit it with maximum power and use 
snatch the ball off you) and run the aftertouch to curl it inside the post, 
ball into the net. Alternatively, aim your shot to one side 

of the keeper and, as he dives, curl it 
You can also curl the ball right away from him in the other direction, 
around the goalie with a direct shot. 

Here's how - run straight towards 
the goal, keeping level with one of 
the goalposts. Exactly as you cross 
into the penalty area, hit the ball 


When in the penalty box, a gentle 
kick sideways in the front of the goal 
makes the keeper nervous enough to 
dive. Then, simply tap it into the net 
in the second or so it takes him to 
get up again. 


From a penalty kick, the best tac¬ 
tic is to use a single short button-tap 
when the indicator arrow is on the 
right. 


i min 


The corner of the penalty box can 
be used as a guide to scoring an easy 
goal. Simply shoot diagonally from 
there with plenty of aftertouch and 
curl it behind the keeper. 


Your own personal style of play 
should always influence which for¬ 
mation you pick. If you like to attack 
down the wing and cross the ball in 
from the touchline, choose a forma¬ 
tion with 4 or 5 men up front such as 
4-2-4 or 2-3-5. If you find it difficult 
to get possession of the ball, choose 
a formation with a strong midfield 
such as a 3-5-2 and 4-4-2. Basically, 
if you're ahead choose a defensive 
formation, if you're behind choose 
an attacking formation. Makes 
sense, doesn't it? 


SCORING GOALS 


O For most shots on goal/always follow 
through. There are always plenty of 
rebounds and goalie tip-outs that can 
fall back at your feet for a second 
chance - but only if you're there to take 
it. Having played the shot, keep run- 


Race down the wing and when 
you get near the touchline, cross it 
and apply aftertouch to swing it 
:/vay from the goalie and towards 
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You'll discover as soon as you set paw 
in this territory that it's very, very slip¬ 
pery and even a native-born coyote 
can have trouble standing still on the 
slidy slopes. If you you want to stop 
in a particular place you should jump 
to it and land coming straight down 
- as you have no sideways momentum 
you won't slip about. This is the key 
to climbing icy steps. 

The watchwords here - as with all 
the other lands, in fact - are: Proceed 
With Caution! Don't blunder into 
uncharted territory without at least 
sending a few ice pellets ahead of 
you first. You'll have enough prob¬ 
lems clambering over the landscape 
without bumping into the baddies all 
the time. Note that, like CC, all other 
walking creatures have trouble climb¬ 
ing uphill but rocket downhill. It's a 
good idea to find the puppy or pup¬ 
pies and keep 'em by your side - it 
slows down your progress but 
increases your chances of survival. 


THE WAY THROUGH 

PACK THEM BAGS 


You can leave here with five lives in 
stock if you hunt out the two puppies 
and get 'em both to the exit AND col¬ 
lect the Bone-us life. Finding the 
bone involves a perilous crossing of 
the Zone of Bouncing Mines - don't 


even think about attempting th 
until you've got used to the cor 
trols! 


Smart! Coding god Andrew Braybrook himself has 
provided these fine playguides to the first two 



Worlds of his corking 
platformer. Who better to cast 
light on the game's dark 


ARCTIC 

HOMELAND'S 

NASTIES 


PESKIMO 
Hits to freeze: 1 
Points: 100. 


BADGER 
Hits to freeze: 2 
Points: 150. 


PENGUIN 
Hits to freeze: 2 
Points: 150. 


WALRUS 
Hits to freeze: 2 
Points: 150. 


GREEN RUN 

A puppy and another Bone-us life 
can be found very near the start of 
this level by climbing the icy ledges. 
This being a ski run you can expect 
to be beset by hordes of skiers. Use 
the hidden ice blocks to reach the 
secret warp which flings you straight 
to the 'Black Run' level - this'll mean 
you don't have to collect the key but 
you will have to leave a poor little 
puppy behind. Smarty-pants players 
may want to collect the key, get the 
puppy to safety and then use the 
warp. 


BLACK RUN 


GLACIER CAVERN 


i ) j ,> „ rn Seagulls and skiers abound here 

^ so take care! Top up with snow 

| bo rn bs f ro rn t h e c I o u d a nd rescue 

^ l \ I the puppy from the penguins' 

^ , jfL 1 cave. The exit is guarded by an 
*7 1 abominable snowman and you'll 

» | j "HS| nee d the help you can get to 

defeat him. Beware the avalanch- 
Basically you have to climb to the es caused by him jumping up and 
top to find the exit. If you make a down. Reach the invisible secret 
small diversion you'll find a puppy, warp by jumping on the hidden 

Use of snow bombs is advisable ice blocks nearby - it'll take you 

here as flocks of seagulls await, to a secret level where mastery of 
eager to drop exploding snowballs water-balancing is a must! 
on an unsuspecting coyote. (See? 

They're not what you though they 
were!) 


SEAGULL 
Hits to freeze: 1 
Points: 400. 


SKIER 

Hits to freeze: 1 
Points: 500. 


ABOMINABLE 
SNOWMAN 
Hits to freeze: 25 
Points: 2000. 
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There are two routes through this 
level. One keeps you above ground 
in search of the key and the other 
takes you beneath the earth where 
many treasures can be found. 
Beware the small families of sporrans 
that live inside old tree trunks. The 
pit in the cavern will warp you to 
'The Moat' level so be careful. Touch 
the weird sparkling star to activate 
an escape route out of the under- 
.vorld then run back left once above 
ground - some new steps will magi¬ 
cally appear leading to treasures a- 
plenty and a puppy! 


Inside out of the rain at last and 
standing in front of a nice warm fire. 
What a shame that it explodes. Here 
you'll first encounter the rampaging 
haggis - save a sonic bark to deal 
with him then grab the icon by the 
fire to get airbombs. Make sure you 
mop up all the baddies before head¬ 
ing off to the right because you 
don't want to leave a key part 
behind. 

Now comes the Wall of Death, 
with boiling porridge waiting at the 
bottom of the screen to claim the life 
of a clumsy coyote. Magically- 


across yet more porridge to rescue 
another puppy. Of course, you could 
get both the puppy AND the trea¬ 
sure. Hunt out the warp which leads 
to a treasure room of unimaginable 
proportions. 

Now meet Nessie. She'll quite hap¬ 
pily let you bounce around on her 
wet skippery coils but look out for 
the poisonous barbs. When you 
reach dry land beware of the sporran 


clan in the tree who will take advan¬ 
tage of a coyote pleased with him¬ 
self for finding another Bone-us life. 
There are millions of fish in Loch 
Ness so don't bother trying to kill 
them all - just make sure you get the 
key part they hold! Deal with with 
the two mice milling about then dive 
underwater through the exit! 


NEXT MONTH! More of i 
you lucky devils! 




SCOTLAND'S 

NASTIES 


SPORRAN 
Hits to freeze: 1. 
Points: 25. 


w * 


BEAR 

Hits to freeze: 1. 
Points: 100. 


FISH 

Hits to freeze: 1. 
Points: 50. 


ARCHER 

^ ! Hits to freeze: 3. 

Points: 400. 


> HARE 

Hits to freeze: 2. 
Points: 100. 


BAGPIPE SPIDER 
Hits to freeze: 2. 
Points: 150. 


MOUSE 

Hits to freeze: 2. 
Points: 150. 


KILT 

Hits to freeze: 1. 
Points: 150. 


EAGLE 

Hits to freeze: 1. 
Points: 200. 


BONNIE 

SCOTLAND 

The ground isn't so slippery you'll 
be glad to hear but the weather is 
still a problem, with ominous 
thunderclouds lurking all over the 
place ready to lash out with light¬ 
ning which'll frazzle anything 
unfortunate enough to get in the 
way. 

This land is steeped in legend 
and myth. Many strange creatures 
live here, hunted mercilessly for 
turning into items of clothing or 
musical instruments. 


THE WAY THROUGH. 

WHIT A BRAW DAY 


THE MOAT 

The underground cavern provides 
you with a good opportunity to 
stock up on special weapons and 
your first chance to get a sonic bark. 
This is particularly useful against the 
shield-bearing bears. Crossing the 
moat requires a bit of deft jumping 
on and off the crocs' snouts - when 
one mouth shuts you know it won't 
open again for a few seconds so 
jump to it! 

CASTLE MACLEAN 


appearing platforms and sliding 
blocks make CC's life a misery. You 
may find the airbomb helpful... 

If you manage to make it to solid 
ground again, you'll be able to find 
another bone-us life if you look care¬ 
fully enough - as before using the 
hidden ice blocks as steps is the key 
to success here. Keep looking out for 
the haggi! Then it's across the por¬ 
ridge time again on the swinging 
chandeliers. Grab the sonic bark icon 
and use it to yelp your way to safety. 
And if you haven't got all the key 
parts, it's a long way back! 

RAMPART ROMP 

You can take this quickly or slowly - 
it's up to you. The fast way is very 
cunning - use the hidden ice blocks 
near the starting point to create a 
ladder to the top of the castle. The 
slow way requires a Carl Lewis run 


:. i • 


Bone-us Life. Scrum- 
de-lum! 


Puppy. (The precise 
location is uncertain 
because the puppies 
have a tendency to 
wander!) 


Secret Warp. 
Remember that these 
are invisible! 


Key Hole. Once 
you've got all the key 
parts then come here! 
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CRUSADE 


Lost in space? Just 
as well Gremlin have 
prbvided us with 
these excellent hints 
■and tips to help all 
jwolAd-be Space 
Marine Commanders 



SCAN THE MAN 

A bit of advice about the scanner: 
DON'T use it! Although it's nice to 
know what's waiting for you when 
you enter a room, it also gives the 
aliens the chance to move in and 
attack you. 

MARCHING 

ORDERS 

It's a good idea to keep your squad 
fairly tight. Stragglers make easy tar¬ 
gets. However, don't bunch then too 
tightly together. Set off a booby 
trap and, if Lady Luck rolls the dice 
against you, the whole squad could 
be wiped out in one fell swoop. 

The bolter-carrying marine is the 


least effective member of the team 
and is fairly expendable. Use him as 
a scout to open doors and the like. 

BY YOUR 
COMMANDER 

The commander is the naturally the 
hardest geezer in your squad of 
marines, so use him wisely. For a 
start, when tooling him up give him 
a powerfist and a powersword. 
Although this means he can't 
engage in any long-range combat 
because he has no gun or missile 
launcher, it does make him super¬ 
powerful in hand-to-hand battles 
and when the aliens start a-massing 
this can be a real life saver for all 
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concerned. 

Your commander has six hit 
points and so can afford to lose one. 
Your grunts, however, with their 
measly one hit point, can't. In a big 
firefight with a gang of marauding 
ores or gretchins, place your com¬ 
mander in between your marines 



and the aliens to absorb some of the 
shots and protect the boys. 

On retrieval missions, always use 
your commander to pick up the 
object. Give it to a grunt and 
chances are he'll get killed before 
you get off ship. 

Melta bombs are by far the most 
effective one-off weapon available. 
Use it to fry a Dreadnought or any 
other tough cookies encountered. 

TIDY YOUR 
ROOM! 

If you're exploring and you come 
across a bunch of monsters, make sure 
you mop them all up before moving 
on. A feeble little gretchin, left to its 
own devices, can decimate a squad if 
the dice rolls are in its favour. 

In a room packed with aliens use a 
Blind Grenade and, if possible, a Fire 
Order card - this should wipe them out 
in no time at all. This technique is par¬ 
ticularly handy on Level 2. 

Missile launchers are excellent for 
mass alien slayings. If there's a whole 
bunch of them standing together fire 
the missile in between them - with 
good aiming and luck on your side you 
could wipe them all out in one go. 
Remember to use targetters with mis¬ 
sile launchers and power guns. 

THE LONE 
WARRIOR 

Even if you're playing a solo game, 
still use the other marine chapters. 
(You don't have to use them if you 
don't want to.) They will help spread 
out the Alien Event cards and keep 
some of the nastier ones off your 
back. 

















APIDYA 
Play Byte 

For a plethora of cheats - infinite 
lives and the like - try typing in the 
following on the title screen: SHOW- 
CREDITS; MISSHONEYBEE; HASTA- 
LAVISTA; DEPUTYOFLOVE; 

SNEAKPREVIEW. Remember to hit 
[RETURN] after each entry! 

JIMMY WHITE'S 
'WHIRLWIND' SNOOKER 
Virgin Games 

While playing on the table, press F7 
then F4 and finally FI. You should 
near a 'double click' noise. Exit to 
the main menu and select DEMO 
MODE. A new option should have 
appeared: DO A 147 BREAK. Select 


PROJECT-X 
Team 17 

Don't get too excited - there are still 
no cheats per se for this game. 
However, there are a couple of little 
'wrinkles' that you may be interest¬ 
ed in. How about this: when you die, 
pilot your new ship, flashing with 
invulnerability, to the bottom of the 
screen and you should find yourself 
in an alien-free tunnel! 

And what about this one? Be 
warned that it requires pixel-perfect 
manoeuvring. When you reach the 
first end-of-level guardian, wait for 
it to fire and then fly through its 
open 'jaws' and straight down its 
throat. You should find yourself in a 
Galaxians-style mystery mini-game, 
all the aliens and you will be 


Doctor Upchurch is in. Please 
take a seat and wait to be 
called in. Mr Clay, the doctor is 
ready to see you now... 

Dear Doctor, 

In The Secret of Monkey Island 
how do you get off the boat on 
Monkey Island? I know you use 
the cannon but I can't find a 
helmet. And what do I do when 
get on the island? 

Yours faithfully, Robert Clay, 
Quorn. 

It is always unwise for a member of 
the public to attempt a self-diagno¬ 
sis of their problems. You're half 
right, Mr Clay - you do need some 
sort of explosion to blast you onto 
Monkey Island but not one from the 
cannon. Instead, try making some 
'soup' by putting wine, gunpowder, 
cinnamon, mints, ink, Jolly Rogers, 
cereal and even the rubber chicken 
with the pulley in the middle into 
the cooking pot in the kitchen. As 
soon as the final ingredient is added 
the pot will explode and fling you 
onto Monkey Island. And what do 
you do once there? Why, you find 
LeChuck and defeat him, of course. 
I'm a busy man, Mr Clay, so please 
don't waste my time. Next! 

Dear Doctor, 

I bought the excellent Formula 
One Grand Prlx when it first 
came out and although I've 
been playing it non-stop for 
weeks I still haven't raced in 
the wet yet, even though there 
are wet tyres. A 'friend', who 
owns an ST, has bought it too 
and he says he's raced in the 
wet so why can't I on the 
| Amiga. 

Regards, Richard McNally, 
Blackley. 

Might I suggest that you are not 
playing F1GP enough, Mr McNally? 
My learned colleagues at 
I MicroProse assure me that there are 
indeed wet conditions in the Amiga 
version but the chances of them 
appearing are purely random. Keep 
racing and you should see them 
eventually. Please run along now, 
Mr McNally. I have patients with 
REAL problems to see. 

Dear Doctor, 

Do you have a cheat for infi¬ 
nite lives in Impossamole? 

Yours sincerely, Christopher 
Bradley, Cromford. 

I have a number of cheats for 
Monty Mole's disappointing come¬ 
back. Try typing the following on 


the high-score table: 

LUMBAJAK - Doubles the length of 
Monty's energy bar. 

HEINZ - Gives Monty three energy 
bars. 

ANNFRANK - Tops up low energy. 
OUCHOUCH - Lets Monty walk on 
water! 

COMMANDO - Turns off the time 
limit. 

I trust these will be of some help, 

Mr Bradley. Good day to you. 

Dear Doctor, 

Are there any cheats for 
Predator 2? It's driving me mad! 

Yours maddeningly, 
Oliver Wild, Woking. 
Indeed there are cheats for 
Predator 2. Well, one cheat, to be 
precise. Pause the game at any 
time and type in YOU'RE ONE 
UGLY MUTHA (with spaces and the 
apostrophe) for infinite 
everything. Please close the door 
on your way out, Mr Wild. 

Dear Doc, 

Smash TV has been out for 
ages now and still no cheats in 
any of the mags. Please help. 
Yours sincerely, Ben Lilford, 
Yeovil. 

The reason for the severe lack of 
cheats for this game is simple: 
there are none. Probe Software, 
who wrote the game, did have 
loads in the game but for reasons 
best known to themselves removed 
them all before its release. 

I'm afraid your complaint has no 
cure. I'm so very sorry. Goodbye, 

Mr Lilford and... good luck... 

(This is the side of the job I can't 
bear. Seeing young gamers cut 
down in their prime and being 
unable to do anything to help 
makes one despair so. If it wasn't for 
my... er... 'special' medicine I don't 
think I'd be able to cope at all. Ah, 
the peacefulness of oblivion...) 

THE SURGERY IS NOW CLOSED 
If you wish to make an appoint¬ 
ment to see Dr Upchurch the 
please provide full written 
details of your complaint and 
send them to: Dr David 
Upchurch, Games Surgery, The 
One, Priory Court, 30-32 
Farringdon Lane, London EC1R 
3AU. Dr Upchurch regrets that 
he is unavailable to deal with 
problems over the telephone 
because he is far too depressed 
by his mortality and the sheer 
futility of existence. 
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CUT, TICK & POST.....CUT, TICK & POST 


( 0702 ) 466933 

on-$ea, ESSEX, SSI 2YD 


IS Telephone or Fax Hotline 

PD Soft (AF38) 1 Bryant Ave, Southend- 


VARIOUS UTILITIES 


□X V13 PLAY & READ (2) A collection of education 
programs for the under 7 year old's. 

□X V16 FISH TANK SIMULATOR A program that 
simulates an aquarium. Visually pleasing. 

□X V28 WORD WRIGHT & AMIGA SPELL, Contains 
over 9,000 words & more words can be added 
□X V41 DPAINT ART Conatins loads of pictures for you 
to mess around with. Loads into your Dpaint 
□X V48 TV A VIDEO GRAPHICS (8) Packed with 
background screens for your video productions. 
Different types of graphic styles. Ped, takes an IFF 
Picture & peels it down the screen, & Much More. 

□X V86 VIDEO PRODUCTION (2) Both disks are 
Packed with video & Genlock utilities. 

□X V109 PRINT STUDIO Excellent for printing pictures 
or text. An excellent program for all printer owners. 

□X V191 MASTER VIRUS KILLER Virus Checker & Killer 
With Excellent options. Includes search disk 

□ V193 THE EMULATORS Covers Various (2) Formats 
which includes CPM. IBM-PC A ST Require 2 drives, 
□X V194 M.R.BACKUP HD An excellent Hard disk 
back up program. Backs up all or any part of the drive. 
□X VI95 GRAPHIC INTERCHANGE Interchange 
graphics Between Atari St/PC Graphics to the Amiga 
□X V215 DISKMASTER v3.2 Copies files from one disk 
to another DISKSALV Corrects & repairs. 

□ V261 TEXTPLUS VERSION 3.0 This disk is not just an 
update but completly New Word processor 

□X V262 DUPUCATION & BACKUP: Super 
Duper,Turbo copy. Sanity copy & PCopy. Four new 
copiers to backup your originals for save keeping. 

□X V277 FORTRAN-77 v1.3c Compiler, linker & run 

time support library. F470 

□X V279 CROSSWORD CREATOR A program that 

creates crosswords. UPDATED VERSION 

□X V284 MCAD PROGRAM The Object Drawing 

Program for the Amiga.ie CAD 

□X V285 EDUCATIONAL : TYPING TUTOR A Simple 

typing which measures your speed on the keyboard. 

□X V298 NORTH C vl.3 (2) The most famous C 
language on the Amiga, Endudes all files required 
□X V301 EYE OF THE BEHOLDER HINT BOOK Inc 
Introduction, Background, Maps, Strategy & Solution. 

□X V304 CHAOS STRIKES BACK HINT BOOK Inc 
Introduction, Background, Maps, Strategy & Solution, 

□ V306 A-GENE v3.125 Lastest version of the Family 
Tree program. Reviewed in CU Amiga. 

□X V323 ANALTICALC SPREAD SHEET (2) This is the 
best spread sheet program to date on the Amiga 

□ V330 RED SECTOR EXTRAS DISKS (2) On this disk ore 
32 point Fonts, 16 Point fonts, vector stats, Star fields & music 

Space Journey Lorna. By The deadzone Troopers 
JX V332 AMIGA PUNT PROGRAM Predict which 
horse will win with this horse prediction program. 

□ V338 TRANSFORMER v3.3 This is the Latest version 
of the IBM Emulator disk. Require an MS-Dos disk. 

-JX V339 SPECTRUM EMULATOR DATA DISK 1 
Adventure Classics needs v216 or v443 

□ V340 TSB VECTOR DESIGNER The Special Bothers 
presnets The TSB Vector designer vl.1. This program will 
create filled vector objects, line vectors & Bobs 

□X V341 CUP ART COLLECTION 2: Eight more disks 
fully packed with excellent clip art ( 8 ) 

□X V350 BUSINESS CARD MAKER Design your own 
Business cards on the Amiga 
□X V354 FREECOPY Removes protected games copy 
protection so that the user can install them on his/her hard disk 

□ V365 RED SECTOR MODULES (MUSIC) : Various 
music modules for use with the RSI Demo Maker. 

JX V366 600 BUSINESS LETTERS There are over 600 
Standard business letters on this disk. Can be used as 
they are, or insert some parts into your own letters/text. 
JX V390 THE DESK TOP PUBLISHING PROGRAM The 
first amiga PD Desk Top Publishing program. Includes 
various extra features over the ola Word processor, Test 
Editor, Graphics editor & loads more. 

JX V392 AMICASH BANKIN The best bankin program 
that i have ever used on the Amiga, easy controls. 

□X V394 CHEMESTETICS A program that draws 
molecules using the calotte model. Excellent effects. 

JX V401 WINDOWBENCH vl.O (2) An excellent Work¬ 
bench II replacement for all vl.3 users. Recomended. 

JX V410 PDS UTIUTIES No 1: PRINTING UTILITIES 
PPType, PPShow, ABFD, View, Tiny Print, FASTJET, A 
program for Deskjet 500 users you want to use the 
resolution enhanced graphic set GWPrint II. 

JX V413 WORKBENCH 2 A WORK STATION This is 
not just another workbench clone. It's a collection of 
utilities with the Workbench theme. (2) 

JX V415 VIDEO SCREENS:1 Excellent back ground 
pictures for video production work. Nice back drops. 

JX V417 SUPERBENCH A EXTRAS (2) An excellent re¬ 
placement disk with more utilities than the original WB 

□ V420 CURSOR BASIC COMPILER Compile any 
Amiga Basic program with this utility disk. 

JX V423 C: COMMANDS This disk is filled with utilities 
which can be used in Startup-sequences 
JX V424 PDS UTILITIES No 18 Utilities include. Anti¬ 
flicker program, Said to stop the flicker in High Res ST 
Emulator Program to turn your amiga into an ST. 

JX V431IMPLODER v4.0 Reduces file size for sorage 
on hard drives our your own collection disks. 

JX V433 ANIMATION STUDIO An excellent Animation 
crestor for you to make your own. 

JX V439 AMIGA C: MANUAL II This manual is the 
complete C: manual for the Amiga & describes open & work 
with all parts of the 0 system. It also contains various examples, 
some simple & some morecomplex all the way through the 
disks a tutorial is there to help you out. (4) 

JX V443 SPECTRUM EMULATOR vl.2 By KGB Main 
updated feature is it now has sound ability. 

JX V444 PRINTER DRIVER UPDATE DISK III Now 
contains instructionon how to install them. All previous 
drivers included on this disk. Over 90 
JX V445 JRCOMM vl.02 This is the latest version of 
the excellent modem based computer program. 

J V463 SUPER C: COMMANDS The disk is not as full 
as some others but comes with full instrustion. 

JX V475 P.SUITE vl.4 A collection of programs called 
P. Write, a simple word processor, P-Draw A P-Render 
JX V479 CHESS & CHESS UTILITIES A collection of 
chess related Puzzles, Programs & Utilities. 

J V484 ADVETURE SOLUTIONS (2) Another good 
collection of adventure solutions for various games. 

JX V489 AMIBASE PROFESSIONAL II The latest 
updated version of the excellent Database progam. 
now includes various excellent new features. 

JX V490 MESSY SID II This is the latest version. It will 
read MS-Dos disks and tranter any text files to & from the 
PC disk / Your Amiga. So you can do work on an IBM or an 
Amiga and swop text between them. 

JX V493 DESKBENCH (3) This is an excellent 
Workbench replacment with special utilities. 

JX V497 BEATRIX POTTER CUP ART An excellent 
I collection of clip art for any DTP program or Dpaint. 

I J V498 THIEF SOUND RIPPER v3.0 Finds Sidmon 1, 2 
I (Midi). JHam cracker, future Composer, Sound monitor, 
I Noise/Protracker, Startrekker, Delta, sound system, 
Idavid Whiaker & Noisepacker. 
j JX V499 STAR CHART vl.2 This is an excellent star 
I plotting program with some investing features. 

1 JX V509 MED v3.2 This is another update to the 
itimate sound music Editor program 


|JX V515 THE A64 PACKAGE v2.0 (2) A very 

complete C 64 Emulator Actually runs faster that 64. 
Runs 64 basic. Transfers disks from your original 64 
disk drive with a shareware lead 
□X V517 VIDEO A AMIN : VIDEO DB, A program 
for keepin track on your video tape collections. RTAP, 
Lets you play large Anims on small Mem machines 
JX V518 IMAGE LAB This program is like a mini Art 
DEPT Tools On Tap, Does fades, colourbars & gray bar. 
JX V519 VIDEO: STILLSTORE Used to create over 
the shoulder graphic inserts like the 9 0 clock news. 
JX V521 PLOTTING A GRAPHICS: PLOTXY, A 
powerful full featured plotting prog PLANS, A 
computer aided drafting prog ** Requires V522 
JX V522 ARP Vl.3 : Conman vl.4. Makes many 
im-provements to AmigaDos & makes your system 
easier to use. Includes full users developers guide 
JX V523 DICE C COMPILER (2) Matthew Dillons full 
feat-ured powerfull C compiler & enviroment system. 

JX V525 LABEL MAKER vl.3 An excellent disk 
printing program with various new features. 

JX V536 CATALOGUE UTIUTIES A collection of utilities 
used to Catalogue disk/ Video/ Tape collections (2) 

JX V543 DISK STATION (2) An excellent workbench 
replacement with built in utilities like Sid and others 
JX V546 KIDS PAINT A painting program designed for 
children. Includes various colours and speech. 

JX V549 ELECTROCAD vl.4 Another Updated on 
the cad drawning preview written in Amos. 

J V550 KEFRENS POWER UTIUTIES : NewTopaz, 
m Fonts, Create, Edit or change any 8x8 or 16x16 
fonts Window, Change size of dos windows. 

J V554 R.S.I. MUSIC MODULES 2/3 Another 
selection of music from Red Section. (2) 

J V556 RED SECTOR HELP DISK Another disk to 
help you use the Red Sector Demo Creator. 

J V560 DUPUCATION A BACKUP II A collection of 
copiers like amigaCopy, Coder copy, Pcopy, Rattlecopy. 

JX V567 PRINTER DRIVER GENERATORS A selection 
of utilities with various excellent Printer Driver Generators. 
JX V569 DUNGEON MASTER MAPPER A littletool 
that creates maps of dungeons land eventually towns) 
which can be used by a DM for use in a AD&D game 
JX V570 CHRIS HAMES UTIUTIES : DIRWORK vl.51. 
Excellent file copier simulal to diskmaster & Sid but 
contains more commands to hand. Recommend. 

JX V571 WHOM II v2.02 (2) An update to the Dr.Who 
database program. Gives all info on Dr.Who progs 
JX V573 FILE A HARD DRIVE MANAGEMENT (2): 
HDCUCK v2.0, A program selector to make Hard 
disk Menus. Starts with gadgets. RLE MINDER, Utility for 
maintaining files A Directories DOSCONTROL, Tool that 
combines the functionality of many separate tools, 

JX V575 HOME BUSINESS PACK (6) An excellent 
selection of utilities based on word processing. Data 
Management, Spread Sheets, Accounts & Printing. 
JX V581 PDS PRINTING No 3 : PRINTER DRIVERS, 
HP Deskjet 500 & 500 Colour, Canon BJlOe, BJ130, 
BJ300, Nec24p, Oki24p, 39p, Star24p, Panasonic9, 
Seikosha9 HPMODE, For use with Deskjet 500 
JX V582 DB A Database with upto 50 fields,max of 
about 1.2 million records. CUCKDOS II, An Amiga 
Dos enhacement utility FILEFIND & SUPERVIEW v3.0 
JX V583 ICONEDITOR III v2.0. Can create Icons 
upto 640x200 pixels. DOCTORICON vl.O, Imports 
images as icons, Edit & Create any Amiga icons. 

JX V584 EDUCATION : FASTFACTS, Everything you 
ever needed to know about the solar system. 

WORLD MAP, Produces diffenent sorts of world maps. 
PLANETS, instant locations of plants MATH MOUNTAIN 
JX V585 ARCHIVERS A selection od most archivers, 
like LHArc, Zoo, LHWarp, Pak, LZ, PKAZip, Zap, Zippy 
JX V586 FONTS A C: COMMANDS : DISKSALVE, 
Repairs damaged disks. SWEEP, Free unUsed allocated 
memory FONTASSIGN, Assigns fonts to the SYS path 
JX V587 GEUGNITE FONTS (2) A selection of fonts 
for use with any DTP Package or Dpaint disks. 

JX V593 TEXT ENGINE v3.0 Another excellent word 
processor program Simple but will do the job 
JX V598 DATABASE WIZ This program will record 
all your Names & Address. Easy Database program. 
□X V599 BBASE II v5.3 This disk is one of the most 
well known database program. Recommend. 

J V603 POOL FORCAST vl.O Perm-Check is designed to 
check football plans for winning lines (1Mb). 

J V604 PD COPY v3.0 New disk copy with some 
extra commands & quick copy modes buit in. (1Mb) 
JX V605 PRO CALC vl.O Offers the C or Machine code 
programmer a 68000 or FFP calculator when is use. (1Mb) 
J V606 SAMPLE MAKER vl.O This works specially for 
those who are not able to make samples with a sampler. 
J V607 PRO TRACKER v2.1 Writteh by Lars Zap Hamre. 
Another update to the Ultimate sound making program. 
JX V610 GOLF SCORES vl.84 It's will record each 
round you play, Store it, make up an eclectic score NEW! 
You can also show graphs of scores & performance 
against par. NEWER! It will now work out stableford points. 
JX V611 FOOTBALL LEAGUE EDITOR vl.O Want to 
update your teams league position as the results come in 
JX V620 ASP1CE v3.2 Circuit Analysis, A full 
featured program for electric circuit analysis. 

JX V621 EDWORD v2.2 is a fully featured & 
operational Word processor which offers all 
standard features & More like Powerful ones. 

J V624 NIB COPIER v2.0 Will copy in AmigaDos, Index 
Nibble modes, search mode & special parameter copy. 
JX V625 NCOMM v2.0 Contains, LHArc v2.0, LHArca 
vl.02. Zoom v5.40, DMS vl 03, LHA vl.ll, LHASFXvl.il 
JX V627 DPAINT FONTS No's 1-3 (3) The latest 
selection Fonts for use with any IFF DTP Program. 

JX V630 AMICASH Basically ^micash just keeps 
track of your transcations with your account/Bank, 
such as Direct debits. Cheques, Withdrawls. 

J V635 IBeM EMULATOR PACKAGE vl.05 IBeM is 
a CGA Colour IBM-PC emulator written to run on any 
Amiga This is a demostration version with a time 
limit of 15 minute. The shareware cost is US$30. 

JX V636 SHADES & FADES: ANIMFADER, A utility 
to fade screens in & out. SUPERVIEW, Will display 
IFF pictures TURBOTITLE, Will create subtitles 
JX V637 TWIN EXPRESS vl.la (2) Trans any file direct 
from an Amiga or IBM Pc, By connecting the 2 machines to 
gether with a null modem cable. Board rate 115200. 

JX V639 RADBENCH PLUS v2.0 This is not an upfate 
but a completly new set of utilities & WB replacement, 

JX V640 PAGESTREAM FONT PACK 1 A selection of 
fonts for use with Pagestream or other DTP Packages (5) 
JX V645 UEDIT v3.0a Word Processor with learn 
modes. Online Help, A teach Mode, Split windows, 
copy & paste, undo & other more standard features. 
JX V646 SID v2.0 FILE MANAGER Sid can be used 
for various operations, The best is proberly the file copier. 
JX V647 WORKBENCH HACKS A selection of 
Hacks that have been reviewed in CU Amiga. 

J V648 TITANICS CRUNCHER vl.O Cruncher with 
help & various protect modes endudes speed changes. 
JX V649 WP & SPELL CHECKING A Collection of 
utilities. PP vl.4. Decrunches Power packer files as 
they arre loaded. SUPERSPELL vl.l, SPELLCHECKER 
vl.2, TEXTRA vl.ll. Word processor. SCRAMBLER vO.l. 

JX V650 CHECKBOOK ACCOUNTANT Will 
manage your bank account with easy. Very good 
indeed. 

JX V651 THE SUPER KILLERS V2.4: BOOT X v4.45. 


This is the best virus killer disk to date kills over 240 

virus & may be more, Includes excellent killers. 
Including VC v6.3, Zero virus III vl.20 A VT v2.39. 
JX V652 PAGESTREAM FONT PACK 2 A selection of 
fonts for use with Pagestream or other DTP Packages (5) 

J V657 PC TASK is a software IBM-PC Emulator. It 
allows you to run the majorit of IBM software with no 
additional hardware. CGA Colour NEW VERSION. 
JX V659 COMPUTER DIAGNOSTICS v9.1 Is theres a 
problem with your computer them what is it. 

JX V660 HOME MANAGER This is a great all in one 
address book with an inventory database & To-do list 
JX V661 MODELUNG :VERTEX Allows you to create 
3d objects without using the X, Y & Z views. Loads 
Sculpt 3d/4d, Turbo Silver & more Formats, MAGIC 
TWEEN Will metamorphasize any two pictures. 

J V662 DCOPY v3.0 PROFFESSIONAL You can 
select the speed of the disk drive, Copy modes, Dos, 
Nibcopy, Ver & safecopy. Loads of other features. 

JX V666 MODELUNG OBJECTS Contains over 20 vector 
objects in Image format Perfect for use with Disk V662 
JX V667 STAR TREK OBJECTS Contains the USS 
Reliant, NCC1701D & a ferengi plus a Porsche Car. 

JX V668 PRODUCTIVITY / BUSINESS Stock Analysis 
program. SUBSTORE Log Magazines with search scans. 
□X V669 CELLULAR AUTOMA This electronic model 
will allow you to simulate cellular circuits. 

□X V670 ANDROIDS FONTS 1-7 Self installing font 
disks for use with DPaint programs 12 Drives Rec, 7 Disks). 
JX V677 ANDROIDS VIDEO BACK GROUNDS A 
selection of Background Pictures in IFF Format. 

□X V678 DRAW MAP v4.0 (2) Will now generate any 
16 colour palette with user control, New features include 
larger maps with national boundaries, improved help and 
printing. 2Mb. (1Mb version V263,1.2Mb version V526 (21). 
J V680 OPTIMIZER vl.O This latest version of the 
Disk Optimizer. Re-Creates Disks for faster Loading. 
JX V681 GAME TAMER v2.2 Get a hold of that extra 
hard game & Cheat with Game Tamer v2.2. 

JX V682 DEKSID v2.05 Hexa & Ascii Editor for use 
with your Amiga's Software. Shareware $15 
J V683 SUPER LOCK vl.01 Seal your disks / Hard 
drives for your eye s only. Protects with a Password. 
□X V684 FONT FARM A collection of utilities based 
around the subject fonts. Character Editor vl .O, Font 
master vl.O, ShowFont v3.3. Set Font v2.5 & more. 

□X V685 ASTRO PRO ASTROLOGY The best 
Astrology program on the Amiga by far. 

□X V686 MULTIDOS vl.12 This is another must for 
people with PC disks. After this program has been 
installed your Amiga drives can read IBM Disks. 

JX V687 VIDEO WIPES A collection of IFF Brushs 
and back ground graphical effects. 

JX V688 MAGNETIC PAGES vl.30 This Shareware 
program will create disk based magazines with graphics. 
JX V689 WALT DISNEY CUP ART A Collection of 
pictures from various Disney Films. 

JX V690 WORKBENCH V2.04 UTIUTES (2) This set 
contains the programs that should have been with 
WB 2.0. these powerful utilities take full advantage of 
the many NEW capabilities that are available in WB2 
JX V692 RACE RATER vl.6 An excellent program for 
people who what information about racers. 

JX V693 HARLEQUIN VIDEO ART A FONT DISKS 
Another video production background set of disks 13) 
JX V696 POST vl.7 An excellent PostScript inter¬ 
preter for the Amiga which implements the Adobe 
language. Requires v39+ & ConMan vl.3+. UPDATE 
JX V698 AGRAPH V2.0 Brings the world a cheap 
Amiga program to draw Bar, Line, Area & Pie charts, 
for reports or presentations. In a user-friendly way. 
JX V700 PERM CHECK (PLUS) Is designed to take 
the chore out of checking plans for winning lines. 

JX V701 STRATA vl.O Strata is a landscape gener¬ 
ating program. It allows printing of them from any 
angle, from any position, & with any magnification. 
JX V702 EASY RAMOS FOR EASY AMOS This is the 
first update for Easy Amos user's. Requires Easy A 
JX V703 AMOS UPDATER DISK vl.34 This update is 
a major update to the software, For example, you can now 
directly update a version of AMOS installed on a hard-disc. 
JX V704 AMOS COMPILER vl.34 Conatains the 
second Public Domain AMOS Compiler Update. 

JX V705 MED v3.21 Another Excellent update to the 
famous music program Med. 

JX V707 SCALEABLE CUP ART (3) This is pack of 
completely new scaleable Clip pictures for Pro Draw 
JX V710 AREXX TUTORIAL Includes several sample 
Arexx scripts & sample progs. Also APIG: Library. 

JX V711 UNIX Contains a working demo of Minix, A 
Unix workalike. Minix is system call campatable. 

JX V712 PROTEUS BBS An excellent program for 
modem & Hard Drive used to start thier own BBS 
JX V713 COMUGRAPHIC FONTS Contains 2 clipart 
style fonts & 4 actual typefaces for use with WB 2.04+ 
& desktop publishing and/or video projects. 

JX V714 24-BIT Contains Rend24 which allows you 
to proof toaster generated 24-bit anims. Also utl's to 
convert IFF's to IBM VGA/Windows readable format. 
Also contains latest JPEG file compressor. 

JX V715 THE COMPLETE BIBLE With the entire text of 
the New Testament & Torah (Old Testament). 1Mb (3) 


passing by. NCC-1864 REUANT, Very good anim indeed 
JX AT10 ENTERPRICES, Leaves the Star station dock. 
NCC 1701-A, The classic original Animation. 

JXAT17 THE TWOK NCC-1860, Reliant & the NCC 
1701-A-Enterprise. MENSCH ROBOTER 
JX AT18 TWOK-0, Anim NCC 1860 Avenger & NCC 
1701-A-Enterprise. NCC 1089 Grissom. 

JX AT22 APPROACHING VESSELS, Animation, 
Binary Flight Wireframe landscape by T.Richter 
JX AT23 STAR TREK FLEET MANEUVER, NCC-1940 
Fly over & by animation, excellent classic 
JX AT33 THE PROBE II, Animation BRID OF PREY, 
Animation from Star Trek. KLINGONHIT. 

JX AT34 LEAVING SPACE OFFICE, Animation 
DOCKING, Animation from star trek. ATTACK MODE, 
Bird of Prey Scout hip in attack mode. 

JX 1060 STAR TREK THE NEXT GENERATION, This 
game is by Terry A. Me Intosh. vl.47 * 

JX 1081 THE UTLTIMATE STAR TREK (2) Game by 
Tobias Richter. Now with English instructions. 

JX 2222 STAR TREK THE NEXT GENERATION This is 
the latest quiz game based on the Next generation (2) 
J 2501 The STAR TREK Game by Jimbo Barber The 
American version 1Mb & (2) disks. 

JX 2503 The STAR TREK Game by Eric Gustafson 
US Inport requires 1Mb & (3) disks. 

JX V367 STAR TREK INFORMATION A Database of 
all the original series. Very Detailed. 


ERIC SCHWARTZ 


JX 0981 STEALTHY MANEUVRE II A FLYBY (1Mb) 
JX 1085 THE F-16 SWISS FLYING ATTACK (1Mb) 
JX 1609 NAVY AGRESSOR, SOVIET SOFT LANING, 
STEALTH BOMBER Three excellent (1Mb) Anims 
JX 1700 THE ANTI- LEMMINS Anim (2) 2Mb 
JX 1703 THE DATING GAME Anim (2) 3Mb 
JX 1842 SHUTTLE COCK Animation (1Mb) 

JX 1850 LATE NIGHT & TERMINAL Anim (1Mb) 

JX 2013 AGILUTY Animation disk (1Mb) 

JX 2021 THE VIETNAM CONFLICT Animation (1Mb) 


□X 2133 THE GULF WAR CONFUCT (2Mb) 

JX 2307 AMY AT THE MOVIES II (4) 1Mb Only 
JX 2311 AMY vs THE WALKER II (2) 3Mb 
JX 2384 AMY AT THE BEACH (2) 3Mb 
JX 2427 CAMOURFLAGE ANIM (1Mb) 

JX 2430 SKUNKS & HUNKS POGO II Anim (2Mb) 

JX 2474 AMYHIST Introduces Amy the squirrel 
JX 2475 BATMAN 8.THE VTOL CONTEST (1Mb) 

JX 2476 HOW TO RUN, How to run into a wall. Very 
funny Animation by Eric Schwartz. 

JX 2477 AMYWALKS Anim of Amy the squirrel 
Walking AMYJOGS Of Amy the Squirrel Walking 
JX 2478 UNSPORTING 2Mb Starring the A10 Thunder bolt 
aircraft better known as the WarHog. Hunt & Destroy tanks. 

JX 2499 ERIC SCHWARTZ TOR Animation (1Mb) 

JX 2500 THE SKY DRIVE Animation (1Mb) 

J 1073 TETRIS ORIGINALThis is the closest game to the 

original tetris computer game A Classic 

JX 1420 DTRIS This is the best 2 Player Tetris game. 

JX 1454 MEGA BALL An excellent Arkanoid game 
JX 1486 SOUTAIRE & SOUTAIRE ROYAL Card games 
JX 1561 TRITWIS This is the best version of Tetris on the 
Amiga, with 1 player, 2 player & 3 Payer options. 

JX 1735 ASTERIODS THE ORIGINAL' Another old 
classic. This is the original classic computer game. 

J 1747 LLAMATRON GAME 2001 By Jeff Minter 
Briliant stuff & An excellent production. Shoot to kill 
JX 1749 SCRAMBLE The Original'Remember that old 
classic well is now on the Amiga.The Shoot em up. 

JX 1870 PATIENCE'S, This is the best version to date. 
DOMINOS, Play vs the computer or another player. 

JX 1977 POM POM GUNNER Shoot down the incom-ing 
world wor II air planes in this Operation Wolf type game 
J 2018 JETMAN Another Spectrum classic converted to 
the amiga. It's JetPak with all the original sounds. 

JX 2022 SEA LANCE The first Silent Service type sub 
war game within our Amiga PD collection. 

JX 2054 ATIC ATAC A rendition of the game from the 
original Spectrum computer. Graphic Maze adventure 
JX 2162 BATTLE OF BR1TIAN WAR GAME 2 Strategy 
war games which both need loading through Wb. 

JX 2164 DUNGEON ON NADROJ This is the best 
Dungeons & Dragons Public domain type game 
J 2173 CARD GAMES, Various card games titled 
Cribbage, Blue Moon, King, Patience & Hearts. 

JX 2178 SURVIVOR A space based adveture game 
within the Aliens theme. Nice colourfull graphics 
JX 2180 SKODA CHALLENGE An excelled 4 player 
hotRod game written in Amos. Simple but good fun 
JX 2199 PARACHUTE JOUST You are falling down to 
earth. & must take the Parachute from the other player 
JX 2220 STRATEGIC GAMES, Eternal Rome, Lords of 
Hosts, In Moonshine. An Excellent collection.of games. 
JX 2221 MIND GAMES 21 of the best Mind games to 
challenge your mind not your shooting skills. 

J 2224 SWORD OF THE WARLOCK A Bards tales / 

Eye of the Beholder adventure game packed on three 
disks. The best Shareware role playing game on the 
amiga. Excellent Adveture. (3) 1Mb (2 Drives) 

JX 2272 BLACK JACK LAB Play Pontoon upto 7 Players. The 
computer plays banker & knows the popular versions of the game. 
JX 2278 CARD SHARP A very professionally presented 
selection of solitaire type card games. Excellent versions 
JX 2279 SUB ATTACK vl.O Control the torpedoes & 
sink the enemy ships as they sail past LANDMINE. 

JX 2280 DIPLOMANCY v2.0 A classic strategy game 
loosely based on World War 1. A very detailed game, 
JX 2313 REVENGE OF THE MUTANT CAMELS By Jeff 
Minter The ride of a life time with mutant camels 
JX 2411 TOTAL WAR The board game version of RISK 
as reviewed in Amiga Format, An excellent production. 
JX 2432 GOLDEN OLDIES Galaga, Galaxians, Space 
invaders, Asteriods, Batty, Missle Command & Slimeline. 
JX 2447 AMOS COINDROP FRUIT MACHINE Excellent 
simulator with various gamble modes. Great fun... 

JX 2450 SMASH TV - THE RIP OFF Simular to the 
original arcade machine. With neat grapgics & sound 
JX 2480 AMOS FRUIT MACHINE II As near as 
possable to the fruit machine found in Pubs & Arcades. 
JX 2481 AMI MORIA This is the latest update to the 
Original Moria adventure game. Better graphics, and 
the larest adventure to date. Excellent 
JX 2482 DESCENDER Is a clone of the classic arcade 
game Tempest complete with vectorized graphics. 

JX 2483 INTRUDER is a Multi level Berserk clone, 
features smooth gameplay, great graphics & sound. 

JX 2484 CATACOMB A graphical adventure game set on a 
small island in the middle or the land of EXOUSIA. Your quest 
is to discover secrets & treasures of this underground maze 
JX 2485 IRON CLADS - NAPOLENIC WAR (1Mb) This is 
another update to the excellent Strategic War Game (2) 
JX 2487 CLASH OF THE EMPIRES 11Mb) Another 
excellent Strategical War Game By T.A.Sear. (2) 


JX 2489 THE COLOSSAL CAVE vl.O An adventure by 
Donald Woods & Will Crowther & is virtually identical to I 
the original main frame classic. Ported by Tony Belding. 
JX 2490 RUMMY Another card game with graphics 
JX 2491 LEGEND OF LOTHIAN vl.02 is an adventure 
game in the vien of the Ultima game series. Includes 
colourful graphics, Hordes of monsters & puzzles to solve 
JX 2494 BATTLEMENTS - HUNCHBACK This is a 
conversion of the old classic game. Excellent game 
JX 2496 AMOS CRICKET BY PAUL ROBSON 
JX 2534 BATTLECARS II Excellent Solid 3d Graphics 
travel around 4 NEW tracks & Fire Missiles. You can Now | 
link two machines together with a Null Modem lead. 

JX 2535 SUPER PACK MAN 92 This is the best Pack 
man to date with super smooth scrolling Excellent 
graphics. Very Playable and Super Aditive. 


AMOS & FRED FISH DISKS 


□X AP0151 UNDERSTANDING AMOS The Amos 
Tutorial Program Disk. A must 
JX F572 MULTIPLOT vl.l One of the most powerful 
data plotting packages available. Excellent abilities. 

JX F580 WORLD DATABANK v2.2 Using a data base 
from the CIA, this program will plot world maps. 

JX F631 AHDM v3.00a Hard disk menu system offers | 
a sixteen page menu, each page having upto ten 
possible actions. Just double click on the option 
JX F652 ELEMENTS v3.0 A very nice interactive display I 
of the Periodic Table of Elements. Shareware. 

__, 

JX CAl CLIP-IT PACK 1 (5) Sports, Flags, Animals, car- I 

toons, Humorous, Xmas, Jewish, borders, Hallo-ween, I 
valentines, eyes, alphabets, hands, zodiac.cars & more I 
JX CAl CUP-IT PACK 2 (5) Men, woman, illuminated 
A to Z, arrows, stars, explosions, humorous, cartoons, 
pointing hands, food & loads more. 

JX CAl CLIP-IT PACK 3 (5) Fruit, Herbs, Meat, Arrows, I 
Special Ocassions, Vegetables, Kitchen Utencils,, Cups, I 
Glasses, Art Deco & Breakfasts. 

JX CAl CUP-IT PACK 4 (5) More Art Deco, babies, boys, 
girls, lots of Humourous, illuminated A to Z, scrolls, more 
special occasions & calligraphic ornaments. 

JX CAl CLIP-IT PACK 5 (5) Christmas Pack over a & 20th | 
century from father Christmas to borders to trees & borders. 

' CAl CUP-IT PACK 6 (5) Mythological Monsters an 
excellent pack of creatures from all over the world: 

Japan, Europe, India, North America, S.America ect 
JX CAl CUP-IT PACK 7 (3) Flower Power clip art pack, j 
pictures of the most popular flowers, plus arrangemts, 
silohuettes, flowers in vases & typesetting borders. 

JX L2 MR DIG 1Mb JX L3 Q-BOID 
JX L8 DIZZY LIZZYS EDUCATION DISK 1 
Lll DIMENSION X - THE TRON GAME 
JX L13 BOUNTY BOBS - HIGH NOON ADVENTURE 
JX L14 CLASS ROOM MATHS : VARIOUS MATH TESTS 
JX L16 COMBAT - TANK BATTLE (VCS ORIGINAL) 

L20 AVINA BLUE JX L22 SPECTRUM 
J L26 THE LIBERATOR - THE SPECIAL WEAPON 
Central licenceware Register a New collection from I 
the Amiga PD Ubrarys. £1.00 to the programmer. 

JX CLE1 TOTAL CONCEPTS: DINOSAURS (2) 

JX CLE2 TOTAL CONCEPTS: GEOLOGY (2) 

JX CLU1 VIDEO TITLES JX CLU2 FISH INDEXER 
JX CLU3 TYPING TUTOR JX CLG1 NORRIS 
JX CLG2 DARK THINGS JX CLG3 PHAZE 2 
JX CLG4 X-SYSTEM JX CLG5 TRUCKIN ON 2 (2) 
CLG6 OBLITERATION JX 7 WILLYS WATER WORKS 
JX CLG8 DRAGON TILES JX CLG9 MOTOR DUEL 

■KBin 

All Budget Tftfes are (£7.99) unless stated. Purchase | 
any three £7.99 games for £21 

□X BT97 STRIDER -IX BT118 MAGIC LAND DIZZY 

JX BT98 Z-OUT JX BT119 MOONSHINE RACERS 

□ BT99 ITALIA 901Mb (£8 991 JX BT120 BARDS TALE III (£9 99) 

JX BT100 TOYOTA GT RALLY JX BT121 CHUCK YEAGERS (£9 991 | 
JX BTlOt JAMES POND JX BT122 IMERIUM (£9 991 

JX BTI02 VOODOO NIGHTMARE JX BTI23 CENTURION (£9 99) 

JX BT103 VENUS FLYTRAP JX BT134 KARTING G PRIX (£2 991 I 
JX BT104 COMBO RACER JX BTI36 FOOTBALL MANAGER l£2 9911 
JX BT105 APACHE FLIGHT JX BT140 THE CASTLE MASTER . 

JX BT106 OFF ROAD RACER l£8 991J BT141 SLY SPY SECRET AGENT 
J BTT07 NAVY MOVES JX BTI42 TEAM SUZUKI 

JX BT108 PUFFYS SAGA JX BT143 HORROR ZOMBIES 

JX BT109 SHADOW WARRIOR NEW RELEASES PHONE FOR X 
JX 61111 HUNT RED OCT |£8 991 JN BT144 DISC / ACTION 16 
JX BT112 YOGI 3 JN BT145 ADV SESTROYER SIMUL 

J BT113 FI TORNADO JN BT146 ESC FROM THE PLANET 

JX BTI14 QUATRO FIGHTERS OF THE ROBOT MONSTERS 
JX BT115 MICROPROSE SOCCER JN BT147 LET SLEEPING GODS LIE 
JX BT116 GHOULS n GHOSTS JN BT148 EMLYN HUGHES INT SOCC 

JX BT117 CONQUEROR JN BT149 CRACKDOWN / KIXX 

mEXBEsma&msiM- 

These disks are NOW comerical disks NOT UCENCEWARE I 
JX L/008 WORK A PLAY (CH) Three programs CUCK I 
CLOCK for Learning the time LET GO SHOPPING for 
simple division and multiplication FUNTIMES TABLE5, 

For teaching the times tables. Three excellent Programs I 
JX L/047 DIRTY CASH vl.06 IGM) Has been hailed as | 
the best fruit Machine Simulator availible. 

JX L/071 AMOS BATTLE CARS (GMI Joystick controlled I 
racing game for one or two player. Reviewed last Month r 
□X L/075 VIDEO LAB vl.O Simple to use video Titling 
package. A genlock is not required. Req Two Drives 
JX L/082 COLOURING BOOK II (CH) This is the sequel I 
to 1/001 with slightly more complex pictures to colour. 


EASY ORDERING INFORMATION & ORDER FROM 


ORDERING BY POST: 

When ordering disks please tick the boxes to the left of 
the disk numbers (Any coloured pen, Hi-Liahter or just 
just outline thedisks). After selecting thedisks/software 
that you require, Please fill in your Name & Address on 
the order form provided. Cut out or Photocopy this 
advert. Hand written orders are acepted. & Post to the 
addess Above, Cheques & Postal orders should be 
made payable to: PD-S0FT. If you have ordered before 
please tick the account Number box. 


TELEPHONE ORDERS A COLLECTING DISKS 

The Telephone hotline is open six days a week from 9am I 
to 7pm (Week days) & from 10am - 4pm (Saturdays). I 
You can now collect any disks at our New office address I 
6-8 DURHAM ROAD, SOUTHEND-ON-SEA, SSI 2YD. 

EUROPEAN ORDERS - NO POSTAGE CHARGE 
When ordering from within Europe remember that there is I 
a min order of 5 disks, All orders sent by AIRMAIL Free. 

INTERNATION ORDERS ONLY 
All orders are sent by Air Mail. Please add 20% IMinimun I 
£2.00). to the total of the order, towards the postage. f 
Internation Cheques must be drawn on a U K. bank. 


JIREDITCARD NUMBER (MASTERCARD or VISA) EXPIRY DATE TOTAL PD PR | CE 


PRICES ARE PER DISK 


A500 PLUS 
SPECIAL NOTICE 

I- 5.Disks £2.50 &™5i 

6-10. ...Disks £2.25 

II - 20 .. Disks £ 2.00 please se|ect on| v 

__ _. . __ __ disks with the cross 

21“50.. Disks £1.75 after the selection 
__ , box, Beside each disk 

51 +.Disks £1.50 deft of the title). 


PERIPHERAL PRICE S 


THE MOUSE PAD £2.99 

THE AMIGA DUST COVER £3.99 

3.5 DISK CLEANING KITS £2.99 

DISK LABELS Single / Min 50 £0.03p 

ROLL OF 1000 DISK LABELS 3.5 £10.99 

2M PRINTER LEADS.£6.49 

DISK BOX (40) 3.5 INCH. £4.99 

DISK BOX (80) 3.5 INCH £7.99 

SQUIK REPLACEMENT MOUSE £14.99 


AMT PRICE 


COMPLETE The Complete Fred Fish has been 
FRED FISH professional printed, bound & Includes 
a sorted index of all the disks. It now stands at over 
150+Pages. It also comes with free update pages as 
the new disks are released. Please note that the 
updates are only available from PD-Soft. FRED FISH is 
a collection of Amiga Games, Utilities & Much, More. 
Each disk is totaly packed with programs C/L 00 
All Fred Fish disks come With full instructions t4yy l 1 


Any other disks Required, 
(Inc Budget Software) 


CATALOGUE Tired of boring catalogue disks? Get 512k 
DISKS the unique, easy to use Database 

Disks. They contains details of over 4,500 disks & |_ 

are all available directly from stock. A multitude of 1Mb 
options including Search & Print. Contains details I 

on Fred Fish, TBAG, Amos, FAUG, SMAUG, Scope, |_ 

Agatron, APDC, Panorama, Amicus, Slip disk, Joe 2Mb-t 
Larson, TCUG, NZAUG, TOPIK & C1 
POLLYSOFT & CLR Licenceware. ,;>u 


TOTAL 
PRICE £ 













































































The USA map shows all the major 
cities where races are taking place 
(indicated by stars). There are XX 
regular races, each with an entrance 
fee and a prize, ranging from small 
fry (about a thousand dollars) to the 
big paydays (30 grand or more). You 
can only enter a race if you can 
afford the fee - initially only one or 
two races are available, but as you 
start to win cash you can enter the 
bigger events. Race details, such as 
prize money, weather conditions, 
contestants and police presence, can 
be viewed before entering so you 
know what you're getting into. 


T hose bloody Lotus games 
have got a lot to answer for. 
The resurgence of arcade-style 
racing games for one thing. Don't 
get me wrong. I'm as much a boy 
racer as the next man - but enough 
is enough, and it does get very 
tedious and depressing when you're 
continually swamped by umpteen 
unoriginal and generally sub-stan¬ 
dard "tributes" to the Gremlin clas¬ 
sic. At least this latest effort from 
Titus has a slightly better excuse 
than most, what with it being the 
third installment in the Crazy Cars 
series - one that dates right back to 
the dawn of the Amiga as a games 
machine, and one that has been sur¬ 
prisingly popular, given that the 
games were, not to put too fine a 
point on it, rubbish. 

In Crazy Cars III, the player takes 
part in a series of illegal Cannonball 
Run-style races around the USA. 
Encased inside a gleaming Lam¬ 
borghini Diablo sports turbo, your 
object is to pick up the whopping 
cash prizes on offer for crossing the 
finish lines first and advance through 
the league of drivers to the top of 
the first division. Standing in your 
way are a motley crew of other 
drivers also vying for the top spot 
and the fine men and women of the 
United States Highway Patrol. The 
question you've got to ask yourself 
is... do you feel lucky? Well, do you? 

(Right) There are three four basic 
types of race - daytime, night-time, 
in rain and in the snow. Night racing 
isn't so tough, as cars are easily 
spotted by their tail lights, but the 
rain and, in particular, the snow 
^ races are real killers because the 
car is a wretch to control in the 
81 slippery conditions. 


Can the third game in Titus' "popular" racing trilogy finally make 
amends for the awfulness of the first two? Gary Whitta hopes so.. 


Regardless of your league position, 
all you have to do to advance to the 
next division is amass 50,000 dollars. 
This buys you three attempts at the 
well-tricky divisional challenge, 
where you've got to race down the 
road at night, weaving in between 
giant articulated lorries driving both 
ways down the road. Don't think you 
can cheat by staying in the middle of 
the two lanes - doing so is like driv¬ 
ing through two feet of treacle. 
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: epending on where you're racing, you may be hounded by the police for 
seeding. The kojaks wait by the roadside with their radar guns with orders 
*3 pursue anyone they catch breaking the 160 speed limit. Actually, everyone 
areaks the speed limit, so what they do is go after the fastest car. If you're 
: o ng well, chances are this will be you. Once the cops (they always hunt in 
: 3*rs) get a fix on you, they try to bump you off the road, not giving up until 
• ou're finally forced to pull over. Doing so puts you out of the race and costs 
<ou a fine, so a far better policy is to try to outrun them. It's possible to do it 
although very tricky), with the volume of the sirens in the background indi¬ 
cting how close they are. 

Between races, you can spend your 
prize money in the garage, customis¬ 
ing your car with a wide variety of 
equipment. There are the customary 
better-grip tyres, faster engines, six- 
speed gearboxes and a very nifty 
turboboost that, while very expen¬ 
sive, can mean the difference 
between winning and losing by pro¬ 
pelling the car at nearly 400 miles 
per hour! Perpetual law-breakers 
may also like to buy the radar sensor 
< hich gives advances warning of any police traps) or, even more effective, a 
^ar jammer that renders you undetectable to the Kojaks with Kodaks! 


(Left) If you enter a race where one or more 
of the other league drivers will be taking 
part, you can make things more interesting 
by having a few bets on the side. Winner 
takes all, with each driver putting up a stake, 
then upping it until everyone decides it's 
enough. Big gamblers can actually win more 
from these side bets than they can from the 
official prize money. The amount that each 
driver bets is a good indicator of their confi¬ 
dence; if someone puts up a huge load of 
cash, he obviously fancies his chances and 
isn't to be meddled with - unless of course 
you fancy yours more. 
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Let's make no bones about it - Crazy 
Cars and Crazy Cars N were both pitiful. 

Slow, unresponsive, ugly and generally 
just godawful all round. Which is 
why it's all the more surprising | 
to see that the third game, 
coming from the same 
producers as the previous 
two, is so good. Yes, we kid 
you not. It's patently clear, 
after the first few minutes of 
play, that our friends across the 
Channel have learned a few 
things from games like Lotus and 
Jaguar over the last year or so - and 
after a couple more hours, it becomes 
apparent that they've got a few tricks 
to teach them in return. The basic rac¬ 
ing action, so far as speed, control and 
feel is concerned, is very similar to the 
Gremlin and Core classics - it's very 
fast, very responsive and, when things 
get tense, deeply involving. But what 
really makes Crazy Cars III shine is 
twofold - firstly, the “racing for cash" 
system of using prize money to cus¬ 
tomise the car and advance through the | 
divisions works superbly - it adds an 
extra dimension to the game's progressive element and allows 
you to make your own decisions about what races you run 
and why. Secondly, the police are excellent - far from being 
just a graphical frill, they genuinely make the racing a hell of a 
lot more exciting. It's like playing Chase HQ in reverse, with 
you as the pursuee. There are plenty of other nice bits that I 
could spin on about, so I will. I like it when you get echoes on 
the sounds inside tunnels. I like it when you can see the back¬ 
ground graphics getting closer as you near your destination. I 
like it that you're not punished too much for going off the 
road. In short, I likt it. Crazy Cars III is quite simply very, very 
good indeed. As good as Lotus. Better than Jaguar. Any race 
fan should not hesitate to buy it. Got it? 
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Before play, pick your team from Liverpool's all-star 20-man squad. Clicking on one of the players' touched-up digi¬ 
tised fizzogs brings up a bigger touched-up digitised fizzog, along with his strength, stamina and team status. 
That's all you really need to know so far as the game's concerned, but if you're a Liverpool fan, you can bring up a 
screen of text about the player's background. But then, if you're a Liverpool fan you probably already know what¬ 
ever it's got to tell you. Bloody hell, hold on a minute! Barnesy's not injured! Must be a bug. 


Kop this! Gary Whitta runs out onto the 
park one last time (please!) to survey the 
latest in a long line of summer soccer sims, 


C ome on you reds! Phew, what 
about Liverpool, eh? If I've said it 
once. I've said it a thousand 
times... 

I give up. After writing over half a 
dozen intros to soccer games in the last 
couple of months, I'm running on 
empty. So stuff the lot of you. I'm not 
even going to bother to construct enter¬ 
taining paragraphs for you to read, all 
you're getting are the bare facts. Off we 
go then. 

Liverpool: The Computer Game is 
based around the famous team of the 
same name (don't go looking for a team 
called Liverpool: The Computer Game in 
the leagues because they're isn't one). 
It's a 3D arcade game a bit like Striker. 
All your favourite Anfield heroes are in 
it. And... the rest is in the captions. So 
go and read them. 


Practice makes perfect, so Liverpool 
offers players the opportunity to 
get out onto the pitch without the 
hassle of an opposing team for a 
trial kickabout. This is best used for 
perfecting your passing techniques 
and trying out ways to get the ball 
past the keeper. As in the main 
games, the pitch type is generated 
randomly, so you can get used to a 
variety of surface conditions. 


The match action is very similar to that seen last month in Rage's Striker. 

The scale and 3D angling of the pitch view is much the same, although it's 
not quite as fast (Phew! - whiplash-stricken Striker players). The control 
mode is traditional - the ball sticks to your foot for most dribbling moves, 
but will wander off if you're too ambitious. You can simply boot the ball in 
^ the direction you're facing (perhaps applying a little aftertouch along the 
way), or alternatively perform an elaborate joystick move that passes 
H the ball to your nearest team-mate. 
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You can, of course, tackle the opposition with a good old-fashioned slide, 
but you'd be well advised not to go in guns blazing too often. The referee 
hardly ever misses a dirty trick and, in my playing experience, hardly ever 
fails to book a player for his misdemeanour. Yellow and red cards crop up 
with alarming regularity, making early baths an all-too-realistic proposi¬ 
tion for many players. Red cards are seriously bad news, as the y ban the 
sent-off player for the next two games. 


Having picked your team, you need 
to tell them where to go. After 
selecting a formation from the three 
available (4-2-4, 4-3-3 or 5-3-2), you 
place each of the ten players (it's 
sensibly assumed that the goalkeep¬ 
er goes in the goal) in the ten posi¬ 
tional slots provided. No doubt this 
section will lead to some top argu¬ 
ments about who should go where 
Eh no, behave! Rushie's a top tar¬ 
get man you divvy!", "Calm down! 
Barnesey's sound!", "I'll call the 
bizzies if you don't play Molby" and 
so on). 


LERGUE DIVISION ONE - TOP HRLF 


TERM 

PLD 

W 

D 

L 

CRYSTAL PRLRCE 

00 

00 

00 

00 

SHEFFIELD UTD. 

00 

00 

00 

00 

EVERTON 

00 

00 

00 

00 

COVENTRY CITy 

00 

00 

00 

00 

LUTON 

TOWN 

00 

00 

00 

00 

RSTON 

VILLA 

00 

OO 

GO 

00 

Q. P. A 

. 

00 

00 

00 

00 

NOTTS 

. COUNTS 

00 

00 

00 

00 

NOTTS 

. FOREST 

00 

00 

00 

00 

MON. UNITED 

00 

00 

00 

00 

SOUTHAMPTON 

00 

00 

00 

00 


VIEW BOTTOM HALF 


Above) Starting near the bottom of Division One, it's up to you to Dalglish 
our way to the top. If you choose the full season, you can have a shot at the 
dDuble by picking up the FA cup and finishing top of the table. Less 
^ibitious players can elect to take part in the FA cup tournament only. 
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Though Super Tetris is essentially the 
same game as its classic dad (manip¬ 
ulate the shapes as they descend 
and slot them together to make lines 
that disappear), the rules and objec¬ 
tives have been changed slightly. 
Instead of simply trying to create as 
many lines and stay alive for as long 
as possible, you're given separate 
levels to complete. In each one the 
playfield (or pit, as experts like to 
call it) is already half-filled with ill- 
fitting blocks, and the player's task 
is to get rid of every black gap - not 
necessarily every block. As the gaps 
are filled when lines are completed, 
a pretty picture scrolls up line by line 
from the bottom. More of the image 
is revealed as you do better, with 
the entire picture revealed when the 
last gap is gone. Then it's onto the 
next level, where you'll get more 
"rubble" to clear and, of course, 
faster blocks to deal with. 


If you've got a pal, why not drag him round to your pad for a spot of 
two-player Tetris action? For simultaneous partner play, the pit is 
widened from 10 squares to 16 to accomodate two sets of shapes (one 
for each player) descending at the same time. Whether you choose to 
play the Competetive or Co-operative game, the idea is still the same - ie 
get rid of all the gaps in the rubble. The only difference between the two 
is that, in competetive play, players try to outdo each other to get the 
biggest score by slotting their shapes in first. There's also a mull-modem 
link option where each player gets a pit each and rubble cleared from 
one player's pit is transferred to the bottom of his opponents. It's just 
like the Gameboy link game, basically. 


At last! It's the official sequel to one of 
the best games ever created! But is it as 
Super as it claims? 

Well... almost, says Gary Whitta. 


A s both an Amiga owner 
and Tetris devotee, I am all 
too familiar with the hor¬ 
rendously raw deal that Com¬ 
modore-owning fans of the Russian 
classic have been getting over the 
years. There simply isn't a decent 
official version available for the 
machine. In fact there's only ever 
been one - the original Mirrorsoft 
version (now de-listed) which is, as 


any afficionado will tell you, what 
is known in the trade as Complete 
Crap. Is it any wonder that fans of 
the game (and there are a few) 
have to seek solace in the vastly 
superior unoffical Public Domain 
and Gameboy versions? 

But now there's a new guy in 
town. Spectrum Holobyte, usually 
better known for high-brow flight 
simulations like the Falcon series, 
has turned up with Super Tetris, the 
latest in a long line (counting unof¬ 
ficial "tributes") of so-called defini¬ 
tive versions of the classic puzzler. 
Played out amid a myriad of attrac¬ 
tive backdrops based on the 
Moscow State Circus (the Russian 
theme has at least been retained), 
the game is effectively the same old 
story, albeit with an interesting 
new twist on the rules and more 
options than you could shake a 
stick at. So, without further ado... 

Bombs are the most drastic game- 
play addition; when a line is com¬ 
pleted, the next shape to arrive 
turns into a cluster of bombs, 
which can be moved and rotated as 
usual. They blow up any blocks that 
they land on, allowing the player to 
get rid of troublesome bricks. 
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Some of the bricks in the pit are more than just bricks. There are special 
block-sized "treasure" icons that, when blown up or removed as part of a 
ne, can do nice things. There are seven types in all, and some are more help¬ 
ful than others. The bog-standard bonuses are numbered squares that award 
*he player five, ten or fifteen extra shapes (you start with fifty, and the game 
is over if you run out), while more interesting ones provide goodies such as 
extra bomb clusters, special shapes and bubbles that rise up through the pit, 

' King in gaps as they go. 
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Jetsurfing (we call it jetskiing over 
here) is the most conventional of the 
game's events - it's basically an 
against-the-clock 3D race over water. 
After selecting your jetbike (the 
faster and more powerful the model, 
the trickier it is to control), time limit 
and course from the varied selection 
available, it's out onto the open 
water for the aquatic time trial. The 
course is marked out by floating 
buoys, and though its impossible to 
crash by running off the 'track', you 
only score points for as long as you 
remain in the lane. As the courses 
become more complex, you're asked 
to do your bit for the environment 
by picking up bottles in the water 
and performing fancy jumps off 
ramps - bonus points are awarded 
for both activities. 


W hen you've simulated just 
about every major sporting 
event on the face of the 
planet, what do you do? Simple. You 
pop along to the west coast of Amer¬ 
ica, where new and increasingly 
bizarre 'sports' are invented by the 
minute and - bingo! - you've got an 
instant handful of brand new mate¬ 
rial. In this case it's long-standing 
American developers Epyx who, after 
several years of computerising every¬ 
thing from cycling to Sumo wrestling 
in their highly-successful Games, 
found their well running a little dry 
and found a plethora of new events 
waiting for them on the beaches of 
California. 

Obviously enamoured by what 
they found there, they've now paid a 
return visit in California Games 2. The 
games features five new events from 
the Sunshine State: hang-gliding, 
snowboarding, jetsurfing, body¬ 
boarding and skateboarding. As has 
become traditional with Games 
games, players can choose to prac¬ 
tice events just for the fun of it or 
buckle down and take part in a seri¬ 
ous all-events competition with up to 
seven of their pals. Don't just stand 
there - get radical! 




(Left) The drained-out California Aquaduct is the setting for skateboard¬ 
ing, which takes the player's intrepid 'boarder through a sprawling net¬ 
work of metal piping - ideal terrain for all manner of fancy tricks and 
stunts. Not surprisingly, it's doing exactly that that wins you kudos from 
the ever-vigilant judges. Among the more impressive moves are the 
corkscrew, 360 aerial, hand-plant and the ubiquitous 'Ollie'. This is a time 
trial, with successful stunts being converted into seconds which are 
knocked off your final time when you complete the course. Since the 
'course' is divided into sections of full- and half-pipes, there are dangers 
a-plenty. If you're not careful you can miss the full-pipe entryway and 
smack face-first into the wall. This results not only in a disqualification 

buried and everything). Be careful! 
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MBM Hang-gliding is the only event in 

| CG2 in which you play a girly and is 
also one of the hardest to complete. 
After launching yourself into the 
void from a perilous cliff edge, your 
task is two-fold - perform some 
impressive aerial acrobatics and hit 
five floating targets on the surface 
below with water balloons. Do all 
this within two minutes, and then 
return safe and sound to your origi¬ 
nal launch point. Mastery of the air currents is the key as you pull off sexy 
stunts like the 540 turn, loop, swoop and stall - lose too much airspeed, and 
it's a hasty dive into the drink and Game Over. The judges score points for 
hitting the water targets, difficulty of stunts, speed and a clean landing. 


Essentially a more modern and posey 
version of surfing, bodyboarding is 
more or less the same thing except 
you lie on your belly and paddle 
rather than stand up. Their are two 
main sections - the first is a stuntfest 
to impress the judges, played in front 
of a wave that's right out of an Old 
Spice commercial. Even the simplest 
of stunts score points, but the big 
money is to be had by showing off at 
the crest of the wave, where you're 
most in danger of wiping out. Survive 
this, and it's back to the bottom of 
the wave for a simple left-to-right 
scrolling obstacle course, with the 
player paddling his board as he's 
forced along by the tide to avoid 
items such as buoys, signposts, rocks 
and babes. 


Ever fancied being the bloke off the 
Milk Tray ad? This event - snowboard 
ing - is probably as close as you're 
likely to get on a computer screen. 
Hang precariously onto the side of a 
helicopter, then pilot it up a sheer 
mountain before dropping yourself 
onto the slopes at a desirable 
altitude. From then on it's action all 
the way, commencing with a sheer 
run down the frosted mountainside, 
steering and leaping to avoid logs, 
rocks, potholes and other obstacles. 




















One of Red Zone's less-satisfying 
aspects is its bike-to-bike bashes. 
Sometimes, although the bike may 
still look quite a way away, collisions 
still occur. It's almost as if each bike 
has a small forcefield around it and 
you're bumping into that rather than 
the bike. It's a bit disconcerting but 
once you get used to it it's no prob¬ 
lem. 


Everybody should have options, true, 
but Psyggy seem to have gone a lit¬ 
tle overboard with Red Zone's. Just 
about every aspect of the game can 
be turned on or off or adjusted, from 
the control sensitivity to the 
competitors' aggression to the track- 
side detail to the roar of the crowds 
to the blimp in the sky . 












The player can choose 
between playing with a 
mouse, a joystick or a key¬ 
board. Personally I 
preferred the mouse which 
allows quicker, more pre¬ 
cise and immediate control 
over the tilting, turning 
bike. You, of course, may 
feel differently. There's 
also an automatic gears 
option for beginners, 
though the manual gear 
changing has been well 
implemented and is easy to 
pick up. 

Crashing into the barriers is generally best avoided. However, when it does 
happen a simple tap of a function key will re-centre your bike back on the 
track. Alternatively the cursor keys can be used to reposition the stationary 
bike to your satisfaction. As your bike takes punishment, either through col¬ 
lision with the barriers or other bikes, its performance becomes more erratic 
and unpredictable. A brief call in at the pits will soon put this to rights. 


Psygnosis asks the games-buying public to 
get on their bike. David Upchurch, who fan¬ 
cies something big throbbing between his 
legs, duly complies... 


Sexy, eh? Trouble is, while the 
image is appealing the reality is not. 
Decent bikes are so expensive - 
chances are I'd end up with one of 
those laughable little putt-putt 
machines so beloved of the fifty-year- 
old blokes who wear those white hel¬ 
mets that make their heads look like 
giant lightbulbs. And with my shaky 
road-manoeuvring prowess I'd prob¬ 
ably end up skidding along the Ml at 
eighty miles per hour on my face 
before you could say "skin graft". 

Which is why I'm always pleased 
when a game like Red Zone comes 
along. It allows me to indulge in my 
most adrenalin-pumping fantasies 
without leaving an unfortunate red 
smear on the tarmac or, at very least, 
a brown one in my underpants. 

Red Zone is the latest game from 
Dan Gallagher, he of Ocean's Voyager 
and Psyggy's Infestation fame. It's a 
sort of Formula One Grand Prix on 
bikes. However, where the Micro- 
Prose game had huge depth and rig¬ 
orous attention to detail, Psygnosis' 
has an exhilirating turn of speed and 
super-responsive control. Those who 
like their racing games hard, fast and 
easy to get into need look no further. 


Y ou can't deny that there's 
something very glamorous 
about a motorbike. Imagine it: 
burning down the desolate highway 
on your black and chrome missile, 
wind tussling through your slicked- 
back hair, leather jacket and sun¬ 
shades glinting in the desert sunlight 
and, natch, a gorgeous blonde babe 
r iding pillion. 


Apart from the usual 'straight ahead' 
< iew the player can also switch to 
one looking backwards, just so that 
*ou can check on where the other 
r acers are. (Preferably they're eating 
your dust, of course.) In addition the 
player can have a helicopter view 
come up after a race, which gives an 
erial tracking shot of the last two 
minutes or so of the race. In practice 
his turns put to be less fun than it 
sounds and is likely to be toggled off 
sooner rather than later. The lack of 
out of cockpit' views is disappoint- 
ng but hardly detrimental to the 
-ard-core racer's enjoyment. 
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!ly the graphics that every- 
fckes first about a game but 
I Zone it's the sound - the 
owilng engine noise is just 
Which is not to say that the 
are lacking at all. With all t 
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fnlis in the name of even more speed 
reducing the courses to little more 
than a blur of crash barriers. And blu 
is the right word because Red Zone is 
fast, very fast. The good news here is 
that the player's sensiiive-yef-not-to* 
mueh-so control over his bike allows 
him take full advantage of the game' 
wonderfully-exhilirating turn of spee 
permitting much break-neck cornerin 
and straights burning. Even changing 
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gears is easy! if i were a serious bike 

fanatic I could quibble over < - 1 

aspects of the game, such as the the 
fact that the ten courses are modelled 
on Grand Prix circuits, that there's lit¬ 
tle authentic league structuring and 
that there's n© opportunity for you to 
tune or refine your bike's perfor¬ 
mance, but I'm not so I won't. 
Although seriously lacking depth, Red 
Zone is quite simply the most exciting 
bike-racing game yet. If you hunger 
for high-speed thrills then Red Zone is 
the game for you. 


























REVOLUTION IN FOOTBALL MANAGEMENT 



DIVISION 
ONE 92 REV 1 

(The Midnight Oil) treat soccer in the sophisticated way 
Americans treat their national games.” -The Guardian 

THE GAME Everyone has their own ideas on what makes a soccer team "tick". Here is 
the opportunity to put into practice your own ideas. Operating from the English 1st 
division you must build a squad to challenge for the league title, the FA and League Cups 
and the 3 European trophies. And as players age, rebuild the team while holding off 
relegation. 

SQUADS/TRANSFER MARKET In a 3 squad system (1st team squad, reserve squad 
and youth squad), use the continuous intake of youth players and training program to 
create a squad whose skills reflect your ideas. Supplement these skills with carefully 
selected transfer market acquisitions. As they age, veterans fade and youngsters develop, 
keep an eye on the changing skills of your team 

SKILLS All players have a balance of 5 skills (no "skill levels") which you must develop 

by experimenting with your team. Even more important will be your judgement about the w # __ 

effect of the particular team balance or skill combination on the outcome of the match, and your local side. How about as squad with Pele, 
subsequently a season of football. Suitable training can develop/enhance skills. Beckenbauer, Best, Cruyff, Maradonna ....? 

WHAT IS DIFFERENT ABOUT THIS GAME? 

Division One 92 transforms the soccer management game. You can concentrate on the football. Experiment with players, formations, team styles. Build your dream squad 
and check it out in accurately simulated league/cup football. Match results are from a unique soccer match. Every pass, tackle, shot etc. is determined by the players 
involved. Your choice of skills thus influences match results. Mental arithmetic has been dumped. Football knowledge is the name of the game. 


MATCH/STATS Your judgement will be put to the test 
in this unique 4 minute match/stats simulation against 
accurately simulated opposition. This is the measure of 
your team and your most reliable source of information. 
There are displays of: match flow, two teams, player- 
with-the-ball, injuries, discipline, substitutions, in-match 
tactics, goal scorers, possession breakdown and 
performance assessment. 

REVISION ONE 

The best just got better! All updates that have been made 
to Division One 92 over the last six months. In addition 
the match screen has improved, opposition team info 
expanded, a European transfer market added and a few 
more minor changes. An edit program and a 
customisation program have also been added. The 
manual has been expanded and the packaging improved. 
EDIT PROGRAM. Edit the team and players that make 
up Division One. Produce your own Division One, or 
Scottish League, British League, European League, 
German/Spanish/French/Italian...etc...etc. Or even make 
up a league of all the best teams you've ever seen. 
CUSTOMISATION PROGRAM Customise the 45 
man starting squad. Use your own favourite players, or 



HEAD COACH 



"When it comes to the 4th down Headcoach has 
it'VHeadcoach’ 'TV Sports Football' ’ head to head.' 

(Pop Comp.) 


Headcoach V3 has been described as “the best game 
ever put onto a computer". It is the complete American 
Football game, a multi season epic with the very best 
strategic elements of the real thing. You will call the 
plays, devise the gamcplans and develop the team. 

Use the first season (2 pre-season games. It) regular 
season games, and the play-offs) to discover your 45 
man squad of players. Then exploit the college draft to 
improve the team and expand your gome play to beat 
the very best the NFL can throw at you. 

Players will age and teams will fade la player will las! 
about 6 seasons), but you wit) stay and rebuild .... 


THE 

MIDNIGHT 

OIL 


Tel Sales: 
0438 721936 
FOR pri 

NEXT DAY 
visa DELIVERY 



POSTAL SALES 

The Midnight Oil 
Dept T01 

18, Hazelmere Road, 
Stevenage SG2 8RX 

2/3 days delivery 


Please supply: 
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Amiga 

□ 

□ 

Amiga 1 Meg 

□ 

□ 

Atari ST 

□ 

£19.95 

□ 

£19.95 


Current owners: replacement disk £1.50 
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Fly the most accurate flight simulator ever created. 
Fly against the most deadly opponent known, real 
people! From bi-planes of WWI to jets of the Korean 
War, know what it was really like to fly. Air Warrior 
simulates the world of the real ACE. 

“... best flight simulator ever.” Amiga Format 

“thrilling... the greatest experience in flight 
simulator history.” PC Format 

“unparalleled... amazing... huge.” NCE 

“game dynamics impossible to duplicate in 
conventional computer simulation.” Omni 

“incredibly realistic flight simulator.” What PC 

Amiga, Mac Color Sc Mono, PC and ST £34.99 

Air Warrior includes: Two comprehensive 
manuals, Campaign Map, Terminal/Off-line Trainer, 
Data disks, Free Host membership. £30 of connect 
credit. Modem offer 
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For further information call On-line on 081 -558 6114. 
642a Lea Bridge Road, London E10 6AP. 

Host 081-539 6763. 
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With Gobliiins the unattractive shape 
of things to come is foretold from 
the very first screen. Trying to solve 
the problems in what seems a logical 
manner typically results in illogical 
outcomes, frequently of the game¬ 
ending kind. All too often the game- 
play reduces to a charade of trial and 
error, with the player using every 
character and every 'pick uppable' 
item in every location and situation 
possible until he happens to stumble 
across the correct solution to the 
current problem. This might have 
been just about bearable were it not 
for the annoying wait for a screen to 
reload if you cock up and want to 
approach it from a new angle. The 
user interface isn't perfect, either. 
Once assigned a task, a goblin can¬ 
not be stopped or diverted until it 
has been carried out - if you change 
your mind over a rash decision then 
you can't do a thing about it once 
the mouse button's been clicked. The 
program also seems to get a bit con¬ 
fused sometimes, with your goblins 
not doing quite what you expected 
them to do. It's sad really. Gobliiins 
could so easily have been a great 
game - there's definitely one in there 
somewhere trying to get out - but 
due to the clumsy player interface 
and the annoying game design 
elements it lands seriously wide of 
the mark. Gobliiins? Cobbleeers, 
more like. 


"Is it an arcade 
adventure? Is it 
David Upchurch 
latest 


The puzzles range from the unusual 
to the plain obscure. Take this scene, 
for instance. The boys must give a 
previously-collected diamond to the 
book-reading wizard - at least, that's 
what you have to assume from his 
outstretched grasping hand. But 
Oups - who's carrying the gem - can't 
reach that high so how do you do it? 
Well, first the Venus Flytraps must be 
fed with bees. These can be found in 
one of the little yellow pots on the 
table to the left but take care to pick 
the correct pot because one contains 
an energy-draining surprise - not that 
you can tell. This causes one of the 
Flytraps' necks to grow, allowing 
Asgard to climb up onto the table 
and punch over the big book to the 
right, which Oups can then use as a 
ladder to reach the wiz. Of course. 

THE DREAM TEAM 

Asgard is the toughest of the three gob¬ 
lins and likes to solve problems with 
brawn rather than brain. Not only is 
Asgard good at punching things, he’s 
also pretty smart at climbing ropes - 
which is actually rather more useful 
than you may at first think! 

Ignatius is a feeble-powered magi¬ 
cian. He can use his mystical powers to 
transform mundane objects into others 
more useful - and some not so useful - 
to the quest. 

Oups is the the group handyman, the 
only one of the trio capable of picking 
up objects and using them. He is, how¬ 
ever, a bit of a weakling and can only 
pick up and use one thing at a time. 


puzzler? Is it an 
any good?" ponders 
over Coktel Vision's 


Having solved a screen the player is 
^iven a passcode so that he can skip 
all the levels already completed. This 
s a nice user-friendly feature. 
However, what's not so user friendly 
s the way that when a player dies 
* here's what seems like an age of 
pointless disk loading before you're 
lowed to have another go at it. 
Why-oh-why? 


K ing Angoulafre, ruler of the 
Goblin Kingdom, has fallen 
gravely ill. In fact, he's more 
than just ill - he's gone stark-staring 
bonkers! The King's concerned min¬ 
ions elect a trio of their finest to 
embark on a perilous trek to the lair 
of Niak, a wise but irascible old wiz¬ 
ard who is the only one capable of 
magicking up a cure for the King's 
curse. 

The game takes the form of a 
series of 'flick' screens, each packed 
with mind-numbing puzzles. The 
three goblins each have very differ¬ 
ent powers and abilities and only by 
working together can they overcome 
the problems on the current screen 
and progress to the next. Stupid or 
rash actions can have dire conse¬ 
quences, often resulting in the 
party's energy depleting. Needless to 
say, but 'Zero Energy = Game Over'. 

Gobliiins seems to be an attempt 
by Coktel Vision to appeal to the 
Lemmingsy arcade puzzler' audi¬ 
ence. Sadly it's very unlikely to 
achieve the Psygnosis game's suc¬ 
cess. Sure, the well-animated goblin 
characters are humourously done but 
the game plays more like an adven¬ 
ture than a puzzler. In fact, the game 
would make a good introduction to 
'he world of graphic adventures if it 
weren't for the fact that the puzzles 
are so damn illogical. 


j Publisher: Dream Factory 
Developer: Coktel Vision 
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David Upchurch gets sucked inside his 
Amiga for a spot of debugging courtesy of 
D.M.I. 


L ike Indiana Jones hated snakes, I 
hate bugs. Not, I hasten to point 
out, the traditional creepy-crawly, 
six-legged, washed-down-the-plughole, 
climbing-in-your-ear-and-laying-eggs- 
in-your-brain kind - they're fine in a 
hideous, alien sort of way. No, I speak 
of the dreaded bugs you get in com¬ 
puter programs, that elusive breed of 
pest which not only crashes your Amiga, 
it also erases its memory, corrupts your 
floppies, re-formats the hard drive and 
then, for good measure, causes the 
power pack to erupt in flames, resulting 
in the loss of your house and all its pos¬ 
sessions. Or something like that, anyway. 

You'll appreciate, then, why I was so 
pleased to be chosen to review Bug 
Bomber. In this computer centre, see. 


there's been a mass outbreak of bugs 
(hate 'em) in the main computer. You 
and up to three mates have to enter 
the computer and hunt down the elec¬ 
tronic pests, using any and all means at 
your disposal, including bombs and 
flame throwers. Heh-heh-heh! 

As you'll have surmised from the 
screenshots, Bug Bomber is essentially 
a souped-up version of UBIsoft's Dyn- 
ablaster. It's simple, very playable, 
insanely addictive if played by two or 
more but ultimately limited in scope 
and lacking in variety. It's also, for all 
it's refinements and extra weapons, not 
as good a game as Dynablaster. But 
hey! That's the risk you take when you 
try to beef up a concept beautiful in its 
simplicity. 


Eggs are the most complex element 
of the player's arsenal. The player 
can choose between five different 
egg types, each producing a unique 
robot that will wander the maze of 
its own accord, searching for bugs 
and enemy players, destroying 
obstructing blocks, releasing thun¬ 
derbolts and generally aiding and 
abetting the player. 

( Below) Bug Bomber's premise is 
dead simple to understand: Guide 
your little geezer around the grid-like 
maze, clearing any blockages in your 
way with the bombs and zapping the 
bugs and any other players. 
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(Above) The player has a number of defences against the buggy hordes, 
selectable by holding down FIRE and moving the joystick in a number of 
directions. Most constantly used are the bombs and thunderbolts. Bombs, 
once dropped, fizz for a short time before exploding and destroying 
anything in the neighbouring squares. Thunderbolts, on the other hand, 
hover around for a moment until they find a baddy to home in on. If none 
can be found they disappear. There are also landmines (not that useful) and 
robot-producing 'eggs'. 

(Left) Littering the cor¬ 
ridors of the maze are 
EN and IQ power-up 
icons. EN tops up the 
player's energy, allow¬ 
ing him to battle on 
longer against the 
power-sapping attacks 
of the bugs. However, 
the IQ icons are rather 
more interesting and 
increase the player's IQ 
(surprise!). IQ is very 
important - the higher 
it gets, the longer 
thunderbolts will 
hover in search of bugs 
and the smarter robots 
produced by eggs will 
be. 
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Above) Up to four human players can compete simultaneously, two on the 
Dysticks and two on the keyboard. Naturally, only one can emerge from the 
rena alive... This is when Bug Bomber really comes into its own. 
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Simple games of this type 
are only as good as their 
playability and, indeed, you 
may have noticed that Bug 
Bomber's Playability and 
Overall marks are identical. 

In Bug Bomber's case this 
'rule of thumb' is fortunate 
because the game certainly 
doesn't impress on the 
sound n' graphics front. That 
said, they're more than ade¬ 
quate for the task in hand 
and, even if the sprites and 
the backdrops do lack the 
cute Japanese style that 
made Dynablaster so appeal¬ 
ing, they at least have the 
virtue of being dear and 
individually recognisable, an 
essential requirement given 
their small size. Kingsoft 
have obviously spent a lot 
of time thinking about how 
the basic concept could be 
tweaked and expanded and 
the new ideas have been 
well implemented. However, 
they just don't add that 
much to the game. In the 
heat of battle the last thing 
you want to bother thinking 
about is which robot egg to lay. Play has a 
tendency to centre around the use of good 
old-fashioned bombs and the longer-range 
thunderbolts, with anything more exotic 
rarely making an appearance. Like 
Dynablaster, Bug Bomber is a competent 
but ultimately repetitive one-player game, 
with the real fun coming from the partici¬ 
pation of your friends for simultaneous 
action. If you can muster the mates, you'd 
be hard pushed to find a more enjoyable 
group game concept. 
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"First Gobliiins and now Catch 'Em. Dear 
God, what have I done to deserve this?" 
laments David Upchurch 


(Above) The aim of Catch 'Em is for 
Jeff to round of the escaped apes 
and get them back into their cages 
before a time limit runs out. The 
marauding monkies come in three 
types: chimpanzees, orang-utans and 
gorillas. Chimps wander around, eat¬ 
ing bananas and throwing the slip¬ 
pery skins on the floor. If Jeff treads 
on a skin he'll fall over and be 
knocked out for a few vital seconds. 
Orang-utangs also wander but will 
occasionally pick up a ladder and 
take it elsewhere, a talent that Jeff 
will need to use often to get to some 
of the more lofty platforms. Gorillas 
are the most problematic foe. If they 
grab hold of Jeff they'll beat him 
unconscious, costing him more pre¬ 
cious time. 


E eee, there's trouble at t' Zoo. The 
wily chimps have managed to 
pick the locks on their cages in 
the Monkey House and have let out all 
the other apes. As the sneaky simians 
sneaked out of the Zoo's gates, the 
careless caretaker on duty, our hero 
Jeff, was too busy reading the sports 
pages in the newspaper to notice. 

It's only later, long after the monkeys 
have disappeared, that Jeff realises 
they've gone. Fearful for the safety of 
his job after such gross incompetence, 
he leaps into his little van and tootles 
off in pursuit of the hairy escapees. By 
the time he tracks the down they've 
^ scattered all over the 
HHHEbE place ~ into the city, into 
BBBaraii the woods and down the 
</ M mines - and are on the 
■fin rampage, clambering up 
and down ladders, run¬ 
ning along platforms, 
throwing 


dangerous 
|3HBS|!| banana skins on the floor 
: dHHB and generally causing 
|J||S havoc. 

The scene is thus set 
for a platform romp of 
the highest order - nottt! 
Catch 'Em is trying to be like Lucasfilm's 
Night Shift, i.e. lots of to-ing and fro- 
ing as you attempt to keep your head 
above water, but it's nowhere near the 
quality of that game, being an ill 
thought-out, frustratingly unplayable 
and frighteningly ugly affair. You can 
read the rest of the review to find out 
precisely why it's so bad if you want, 
but if you want to take my advice you'll 
make your excuses and leave for the 
next page ASAP. 


Jeff can only carry two items at a 
time. Most useful is the baseball bat 
allowing Jeff to knock out any sta¬ 
tionary ape so that it can be scooped 
up in his sack and carried to the 
cages. Easy enough. However, the 
trick is making the hyper-active mon¬ 
keys stand still for a moment. This is 
where the second item comes in 
handy, such as some food, which the 
chimps love, or an. 


Oh, how hilarious. Jeff has had the 
misfortune to be knocked over by an ape and 
owing to the, how shall we say, 'crap' nature 
of the game design, Jeff will wake up after a 
couple of seconds, only to be clobbered 
senseless again by the same ape who 
trundles back and forth along the platform. 
And on it goes until the timer winds down to 
zero. Hooray. 

k 


inflatable 
girl gorilla which drives boy gorillas 
wild. These can be found in the back 
of Jeff's van or waiting to be picked 
up on the platforms. 


I tried to find good things to say 
about Catch 'Em, you know. I really 
did. But, try as I might, I couldn't - 
the game defies all attempts at 
exhibiting even a glimmer of quality. 
On an aesthetic level alone Catch ‘Em 
appals. The graphics lacks variety and 
the garish colour scheme makes it 
hard to pick out some of the more 
critical hazards in the game, such as 
the banana skins on the platforms. 
While the music is bearable there's a 
serious lack of atmosphere-building 
sound effects. Then there's the 
game's design - it's flawed at its most 
basic level. Walking back and forth, 
carrying equipment or captured mon¬ 
keys from A to B to A again is simply 
not fun and - playability flaws aside - 
it’s not that difficult either. Given the 
game's comprehensive password sys¬ 
tem, it's not going to take that long 
for a competent player to finish the 
game. However, the worst has been 
saved until last. What really makes 
Catch 'Em the pig it is is its sheer 
unplayability - the game's riddled 
with it. Most heinous of all is the way 
it's all to easy to get trapped in one 
of those maddening 'death loops', 
where all you can do is sit back and 
watch, powerless, 

S as Jeff pratfalls end¬ 
lessly on a series of 

keeps getting beat- 
en up by the same 
burly gorilla. I 
thought this sort of 
bad game design 
went out of fashion 
along with bell-bot¬ 
tom jeans. A certi- 
fied turkey, and it's 
not even Xmas. 


Publisher: D. M.l. 

Developer: Prestige 
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DOT MATRIX 

INK JET AND NOTEBOOK 


PRINTERS 


LOW PRICE 9 pin PRINTER 


144 CPS 80 COLUMN 

• Citizen 120D+ - 9 pin - 80 column 

• 144cps Draft, 30cps NLQ 

• 4K Printer Buffer + 2 Fonts 

• Parallel or Serial Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• Pull tractor & bottom feed 

• FREE Silica Printer Starter Kit 

RRP.£199 

SILICA STARTER KIT.E25 
TOTAL VALUE: £224 
SAVING: £109 
SILICA PRICE: £115 

r The Citizen 120D printer comes supplied with a parallel^ 

interface as standard. If you require a serial interface instead, 
^please state ref: PRI 2125 when placing your order with Silica. J 


£115 


+VAT= £135.13 ref: PRI 2120 


9 pin PRINTERS 


24 pin PRINTER 


CITIZEN 


GOOD IDEA 

FREE DELIVERY 

Next Day - Anywhere in the UK mainland 

FREE STARTER KIT 

Worth £29.38 - With every Citizen printer 
(excluding inkjet) from Silica. 

2 YEAR WARRANTY 

Silica offer a 2 year warranty (including the dot 
matrix printer head) with every Citizen printer. 

WINDOWS 3.0 

Free Windows 3.0 driver. 

Included with the Silica Starter Kit. 

FREE COLOUR KIT 

With every Prodot 9, Swift 9 & 24e and 224 

FREE HELPLINE 

Technical support helpline open during office hours. 

MADE IN THE UK 

f!iti7f>n nrintorc aro monufooturoH hinh rtonrlm-rlr* 


ALWAYS A 

Silica presents some great 
offers on the award winning 
range of high quality matrix 
printers from Citizen. Each 
Citizen printer is built in the 
UK to exacting standards, 
ensuring superb reliability and 
output. Our confidence in 
Citizen’s quality is such that 
we are pleased to include a 2 
year guarantee with every 
printer. Plus, if you buy a 
Citizen printer (not inkjet) from 
us, we will give you the Silica 
Printer Starter Kit (worth 

£29.38), FREE OF CHARGE! 

\ _____/ 


OUU CPS 80 COLUMN 

• Citizen Prodot 9 - 9 pin - 80 column 

• 300cps Draft, 60cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 


£189 


192 CPS 80 COLUMN 

• Citizen Swift 9 - 9 pin - 80 column 

• 192cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

RRP _£239 

COLOUR KIT .£38 

SILICA STARTER KI T £25 
TOTAL VALUE: £302 

SAVING: £113 

SILICA PRICE: £189 ^+W= £222.08 


192 CPS 136 COLUMN 

• Citizen Swift 9x - 9 pin - 136 column 

• I92cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 

RRP ...£329 

SILICA STARTER KI T .£25 

TOTAL VALUE: £354 
SAVING: £105 
SILICA PRICE: £249 

V+VAT= £292.58 ref: PRI 2309 J 


PRINTER + SOFTWARE + COLOUR 


• Citizen Swift 24e - 24 pin - 80 column RRP 

• 216cps Draft, 72cps LQ 

• 8K Printer Buffer + 6 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360dpi 

• Epson, IBM & NEC P6 Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

• FREE Lotus AMI 1.2 Word 
Processor and DTP package 

• FREE Adobe Type Manager VI.15 
Lotus + Adobe software is for PC only on 31“ disk 


COLOUR KIT... £38 

SILICA STARTER KIT.£25 

LOTUS AMI 1.2 WP/DTP PACKAGE.£95 

ADOBE TYPE MANAGER VI.15 (Fonts) £79 
TOTAL VALUE: £606 
SAVING: £337 
SILICA PRICE: £269 


24 pin PRINTERS 


192 CPS 80 COLUMN 

• Citizen 224 - 24 pin - 80 column 

• 192cps Draft, 64cps LQ 

• 8K Printer Buffer + 4 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x360dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

RRP .. £269 

COLOUR KIT .£38 

SILICA STARTER KIT .£25 
TOTAL VALUE: £332 

SAVING: £133 

SILICA PRICE: £199 y+VAT= £233.83 ref: PRI 2484 J 




INKJET PRINTER NOTEBOOK PRINTER 


192 CPS 136 COLUMN 

• Citizen Swift 24x-24 pin -136 column 

• 192cps Draft, 64cps NLQ 

• 8K Printer Buffer + 4 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360dpi 

• Epson, IBM and NEC P6 Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 


SEE 


360 CPS 80 COLUMN 

• Citizen Projet - inkjet - 80 column 

• 360cps Draft, 120cps NLQ 

• 50 Nozzle Head - Whisper Quiet 47dB(A) 

• 8K Printer Buffer + 3 Fonts 

• Optional HP Compatible Font cards 

• Parallel Interface 

• Graphics Resolution: 300x300dpi 

• HP Deskjet plus emulation 

RRP--£496 

TOTAL VALUE: £496 
SAVING: £137 
SILICA PRICE: £359 


mu 


V+VAT= £421.83 ret: PRI 2090 J 


64 CPS 80 COLUMN 

• Citizen PN48 Notebook Printer 

• Non-impact Printing on Plain Paper 

• 53cps LQ - 4K Buffer + 2 Fonts 

• Rear and Bottom Paper Loading 

• Parallel Interface 

• Graphics Resolution: 360 x 360dpi 

• Epson, IBM, NEC P6 & Citizen Emulation 

• Powered From Mains, Battery or Car Adaptor 

• FREE Silica Printer Starter Kit 


ESS 


■ V+VAT= £292.58 ref: PRI 2100 J 


STARTER KIT 

This starter kit will help you to get 
you up and running with your new 
Citizen dot matrix or notebook 
printer from Silica Systems. Plus, 
for a limited period only, we are 
including a Citizen Print Manager 
for the Amiga free of charge as 
part of the Silica Starter Kit, 
bringing the total value of the free 
kit up to £44.33. 

• 3!£ Disk-Amiga & ST Drivers 

• 3tf Disk-Driver for Windows 3 

• 2 Metre Parallel Printer Cable 

• 200 Sheets of Continuous Paper 

• 100 Continuous Address Labels 

• 5 Continuous Envelope 

• Amiga Print Manager 

The Amiga Print Manager dramatically 
enhances printed output. Provides 
drivers for all Citizen printers and 
replaces Amiga’s normal printer 
preference system - printing is quicker, 
colours more vibrant, graphics less 
fuzzy. Easy to use with instructions. 
Features include: 

Improved Image Smoothing 
Gamma/Colour Correction 
Image Scaling 

• Colour Separation 

“ Reduces/llliminates Banding 
STARTER KIT £29.38 

AMIGA PRINT MANAGER £14.95 

Jj vSZuE £44.331 


ACCESSORIES 

SHEET FEEDERS 

PRA1200 1200.£71.38 

PRA1215 1240/224/Swift 9/24.. £88.70 
PRA 1228 1240/224/Swlft 9/24 .. £42.00 
SERIAL INTERFACES 

PRA 1189 120D+.£56.45 

PRA 1209 Swift 9/9X/1240/224 ..£32.25 

PRA 1709 Swift 24/24x/24e.£26.38 

32K MEMORY EXPN 

PRA 1753 1240/224/Swift 24.£13.10 

PRINTER STAND 
PRA 1242 1240/224/Swift 9/24 .. £24.03 

PRA 1274 Swift 9X/24X.£30.66 

ORIGINAL RIBBONS 

RIB 3520 120D/Swift 9 Black.£2.91 

RIB 3949 Swift 9/9x Black.£7.15 

RIB 3924 124D/Swift 24 Black.£4.70 

RIB 3936 224/Swift 9/24 Colour.. £15.63 

RIB 3248 PN48 Single Strike.£3.61 

RIB 3348 PN48 Multi Strike.£3.61 

COLOUR KITS 

PRA 1236 224/Swift 9/24/24e.£35.25 

PRA 1240 Swift 9x/24x.£35.25 

PN48 ACCESSORIES 

PRA 1148 PN48 Battery.£51.70 

PRA 1155 PN48 Cable Extn.£TBC 

PRA 1162 PN48 Car Adaptor.£TBC 

Accessories prices inc. VAT & delivery 


I SILICA SYSTEMS OFFER YOU 

FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 
TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 
BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches 
THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 

• PAYMENT: By cash, cheque and all major credit cards. 

Before you decide when to buy your new printer, we suggest you think very carefully about WHERE you 
buy it. Consider what it will be like a few months after you have made your purchase, when you may 
require additional peripherals or software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems we ensure that you 
will have nothing to worry about. We have been established for over 12 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an 
understanding which is second to none. But don’t just take our word for it. Complete and return the 
coupon now for our latest FREE literature and begin to experience the “Silica Systems Service”. 


MAI1 -0 rd E r : 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX Tel: 081-309 1111 

Order Lines Open: Mon-Sat 9.00am-6.00pm _ No Late Night Opening _ Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


LONDON SHOP: 

Opening Hours: 


Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 


No Late Night Opening 


Fax No: 071-323 4737 


SIDCUP SHOP: 

Opening Hours: 


Self ridges (1st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Mon-Sat 9.30am-6.00pm_Late Night: Thursday until 8pm Extension: 3914 


Mon-Sat 9.00am-5.30pm 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX Tel: 081-302 8811 

am-5.30pm Late Night: Friday until 7pm Fax 


Fax No: 081-309 0017 


PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 


Mr/Mrs/Miss/Ms:. Initials:.. 


Surname:. 


Address:. 


Postcode: 


mail order hotline 

Wl. 081-309 1111 


SILICA 

SYSTEMS 


Tel (Home): . j e | (Work): . 

Company Name (if applicable): . 


[ W 


Which computer(s), if any, do you own? . 


E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 


. 55G^J 








































































































































































A Place In Computer I 
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PLUS Twenty Copies of Lure of the Temptress and Virgin 
T-shirts up for grabs in our topper LURE OF THE TEMPTRESS 
competition thanks to 


W ow! Completely 
overwhelmed by 
the critical acclaim 
of its superb graphic adven¬ 
ture Lure of the Temptress 
(our own Gaz Whitta gave it 
a pants-busting 90% last 
issue). Virgin Games have 
decided to hold a unique 
competition open to all you 
lovely The One readers. 

It r s funny really, because 
not only is the game called 
Lure of the Temptress but 
Virgin Games themselves are 
being a bit 'tempting' and 
luring' you with an excel¬ 
lent prize. "But what is it?" 

I hear you cry. Well, we'll 
get to that. 

You see, even as you read 
this. Lure's creators Revolu¬ 
tion Software are beavering 
away on their next epic. 
Called Underworld, it's a 
bizarre graphic adventure 
set in a post-Apocalyptic 
future where mankind has 
been driven underground to 
escape the radiation on the 
Earth's ravaged surface. Still 
in the early stages of devel¬ 
opment, not a lot is known 
about it. 
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THE RULES 

This competition in not open to the employees of EMAP Images 
or Virgin Games, their relatives or their friends (if they have any). 
The competition will close on the 21st August 1992 and the win¬ 
ners will be notified shortly afterwards. The Editor's decision, 
because he's a Nazi bully-boy, is totally final and no correspon¬ 
dence will be entered into. No alternative prizes will be given and, 
while every care is taken, EMAP Images cannot be held responsi¬ 
ble for entries lost or damaged in the post. 


r Games History (perhaps) 
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However, two things are 
for definite. Not only will it 
feature a super-enhanced 
Virtual Theatre interface, 
offering easy interaction 
with Underworld's myriad 
of characters and scenes, all 
of the game's graphics are 
being drawn by Dave Gib¬ 
bons, the World-famous 
comic artist who has 
worked on such top comics 
as Watchmen and Give Me 
Liberty and drawn charac¬ 
ters from Superman to 
Rogue Trooper to Dan Dare. 
Sound like it'll be rather 
excellent, doesn't it? Which 
brings us to The Prizes... 


THE PRIZES 

Not only will you win a copy 
of Lure of the Temptress 
and a beautiful and much- 
sought-after Virgin T-shirt, 
you - yes, YOU! - will be 
digitised and scrunched 
down and turned into an 
Underworld character. Imag¬ 
ine it: you'll be able to play 
the game and actually meet 
and talk and interact with 
yourself. Playing with your¬ 
self has never been so much 
fun! And, even more incred¬ 
ible, thousands of gamers 
across the country, will be 
doing just the same! Now is 
that fame or what? 


And even if you don't 
come first, don't despair. 
Those ever-generous Virgin 
Games people are offering 
great runners up prizes of 
twenty copies of Lure of the 
Temptress PLUS a sexy Vir¬ 
gin T-shirt to wear while 
you're playing it. Excellent! 
But what do you have to do 
to win? We're just getting to 
that... 

HOW TO ENTER 

As you can see, there's been 
a rather nasty accident. A 
host of famous game charac¬ 
ters were competing against 
each other in the Jaguar 
XJ220 rally and everything 
was going fine until Hoi's 
car's rear axle gave under 


the pressure. Hoi's Jag 
flipped across the road, and 
the following cars piled into 
it. Very nasty, I can tell you. 

Fortunately, firemen man¬ 
aged to cut the mangled 
bodies of the competitors 
from the wreckage but the 
NHS surgeon, who’d been 
on duty non-stop for five 
days, made a bit of a 
Frankensteinian mess of 
sewing them all together 
again. What you've got to 
do is help the surgeons who 
are trying to put things right 
again by identifying the 
body parts, naming who 
they belong to and which 
game the character original¬ 
ly came from. It's as easy (?) 
as that! 


Fill in this coupon, cut it out and send it to: Messy Moments Compo, 
The One, EMAP Images, Priory Court, 30-32 Farringdon Lane, London 
EC1R3AU. 



My word! What a mess but I think I've worked out what's what: 



The head belongs to 


.from 



The body belongs to.from 

The arms belong to.from 


m 


The legs belong to.from. 

Brilliant, eh? Now a bit about myself: 


I am:. 

I live at: 


o 






























A RACING CERTAINTY7 


COMPUTE A-RACE + ....*14.99 

(.Executive Edition includes lx Master disk, 1 x Copy, Improved 
Manual, Wallet, Labels. Update offer) 

'AMAZED AT THE PREDICTIONS... NEVER HAD SO 
MANY WINNERS...' CR+ USER MR B (Worthing) 
'BRILLIANT... HELPED ME TO BEAT THE 

BOOKIESI'CR+User Mr W (Herts) 

'UNBEATABLE VALUE AND UNRIVALLED ACCURACY" 

Features include: Flat and National Inputs, Race Review, 
Bet Selector, Statistics, Note-Book, Bet Calculator, Help 
and Information screens. 

FLAT '92 VERSION NOW AVAILABLE! 

Latest Flat Tips include: MY MEMOIRS (won at 
8/1)SAAFEND (won at 13/2), and many more.(As 
Advertised In The Sporting Life 1 ) 

‘Standard Version also available for £9.99 (Disk Manual) 
BETTING FOR PROFIT IS BETTING FOR FUN! OrderNow! 


CHEQUES /PO PAYABLE TO HANDISOFT(Mail Order ONLY) 
Handisoft, 37 Hearsall Lane, Spon End COVENTRY CV5 6HF 24 HOUR 



Analogic 

Analogic 

Analogic 

monitors] 


Analogic Computers (UK) Ltd 

Unit 6, Ashway Centre, 

Elm Crescent, 

Kingston - Upon -Thames Surrey, 
KT26HH 


&l 0 .>Fn 9am- 7pm 
Sat 9am~S,3G 


Philips 15 " Colour TV/Monitor with Remote Control + Scarf Cable 
Philips 15" Colour TV/Monitor as above + Teletext 


ACCESSORIES 


5t2K RAM expansion for A500 Plus..„. 

1 Meg RAM expansion for A5Q0 Plus.,... 

S12K RAM expansion with clock for A500 

Dust Cover.....4 95 

14.95 


AMIGA A500 REPAIRS 

without diagnostic fees 

*Fixed Charges *fast Turnaround 



£49.95 including return 
by NEXT DAY 
COURIER SERVICE 


* We provide pickup service for repairs for only £5.00 + VAT 

* AN prices include VAT and NEXT DAY DELIVERY subject to availability 
_W£rt—| * Fixed charge for repairs does nor include Disk Drive Replacement & Keyboard 

I* All prices subject to change without notice 




USE YOUR 

VOICE 

TO 

OUTDRAW 
THE 

DEAD GUNFIGHT£R 
|* OR ** WIN BIG 
ALIUE CASH PRIZES 
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DELTRONICS 



IAL * A * GAME 



SEND NO 
MONEY 
NO CREDIT 
CARDS 


CHAOS 

STRIKES 

BACK 

ONLY £12.99 


POST NO 
LETTERS 
INSTANT 
SERVICE 


BARD'S TALE 3 - ONLY £10.99 TURRICAN 2 ONLY £9.99 


ALL GAMES ORDERED ARE DELIVERED TO YOUR 
J300R, C ASH ON DELIVERY WHEN SAFELY RECEIVED! J 


PHONE: 081 769 9568 Normal Phone Rates 

Phone Lines open 7 days a week 

215 Amesbury Ave, Streatham, SW2 3BJ 



SEGA MEGA DRIVE 0839 40 40 81 

GAME GEAR + TV TUNER 0839 40 40 82 

SUPER NINTENDO 0839 40 40 83 

GAME BOY + ACCESSORIES 0839 40 40 84 

AMIGA 600 COMPUTER 0839 40 40 85 

COLOR MONITOR / TV 0839 40 40 86 

MOUNTAIN BIKE 0839 40 40 89 

PERSONAL CD PLAYER 0839 40 40 87 

WIN A WEEKEND FOR FOUR Tn MAGICAL 

EuroDisney 0839 40 40 80 

This great prize includes your travel from London, 
your hotel and, of course, your pass to the 
_ MAGIC K INGDOM 

IMS Ltd, PO Box 28, Northampton. 

_ NN15DS 

Calls cost 36p (Cheap rate) and 48p (all other times) per min 

me. VAT Be sure that you have permission to make this call. 


DIAL - A - TIP 

Cheats, Tips, and Game Solutions 

CHEATS GALORE 

0891 lOl 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 

SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 

MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 

WHIZZ KID COMPUTER QUIZ 
0891 lOl 255 

FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacquline Wright, P.O. Box 17 Ashton-Under- Lyme 
Calls cost 36p per min at 'cheap rate' and 48p per min at other times 
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EJV1LYN HUGHES 
INTERNATIONAL SOCCER 

Touchdown £9.99 


MATCH 


u 


ft 


LEI 


b'UE 


hliKflBEI 




Ei 


leeeeee! I know it, I know it!" 
■ Thank God he's not on A Ques- 
ltion of Sport anymore. And 
Audiogenic's game comes at a particu¬ 
larly unfortunate time, what with the 
soccer sim market already full to over¬ 
flowing. With the likes of Sensible Soc¬ 
cer and, to a lesser extent. Striker on 
*he scene, it's difficult to imagine what 
else you'd need. If you're a bit skint, 
"owever, this may be your only option. 

* s a side-on scrolly affair in the Manch¬ 
ester United/John Barnes vein that 
ooks and plays very much like its semi- 
namesake, the old C64 classic Interna- 
: onal Soccer. Veteran gamers who go 
dreamy-eyed at the prospect of this, 
however, should be warned that this 
-miga incarnation isn't as hot as all 
that. 

After wrestling with the outra- 
?ously primitive menu system (it 
wouldn't look out of place in a mid- 
^ghties Spectrum game), the players 
'ot out onto the pitch for kick-off. 

’~ ?re's not much in the way of sophis- 

* :ated control or tactical play here - it's 
asically just a 

« ck-a nd-ru n 
'cade game that 
es almost as 
~jch on luck 
~an judgement, 
vfything is han- 
ed in the most 
'edictable and 
± ghtforward 

* mner possible, 

* *h a control 


bMt things in life 
P«ctslv«. So, with 
iu 


ftac * or at least inex- 
two pearls off 


mode that's anything 
but immediately 
instinctive and takes 
time to master if 
you're to acquire any¬ 
thing like proficiency. 
Chances are most 
casual players won't 
bother and be content 
with just booting it at 
the net and hoping. 


Aside from the on-field action, there's 
a flimsy managerial element that allows 
you to pick your squad and team 
(based on players' skill and fitness lev¬ 
els) for taking part in league and cup 
competitions. You don't exactly get to 
be Graham Taylor (although who'd 
want to be these days?), but it does 
add some mileage to what is otherwise 
a very simple game. 

It's possible to draw an analogy 
between Emlyn Hughes International 
Soccer and the man himself. As a play¬ 
er, Hughes is well past it - any of 
today's supremos would run rings 
round the aging star. The same can be 
said of the game - it's nice in its own 
way, but it's still wearing long shorts 
and heavy boots, and offers no threat 
to silk-clad superstars like Sensisoccer. 
To be fair, EHIS is an enjoyable kick- 
about that hard-up and undemanding 
soccer fans should be happy with. It's 
problem is simply that it's too old-fash¬ 
ioned and rudimentary. 

TINKY RATING: 58% 


invest in 

action! C< 

of a single food reason 
not to, can yon? Thought not. Ufoll, thm's 
a topper mix of original and vo-voloaso titles 


SLEEPING 
GODS LIE 

Touchdown £9.99 

T his odd little number, originally 
from the Empire stable, is an 
odd cross between yer average 
role-playing game and vector-based 
adventures like the Mercenary trilogy. 
Exploration and puzzle-solving are the 
names of the game as the player wan¬ 
ders around a 3D fantasy world on a 
mission to wake "the sleeper" and 
thereby rid the kingdom of the horrible 
demons that rule it. Ho hum. 

Those immediately put off by the 
mere mention of the word "role-play¬ 
ing" should not be put off, however - 
at least not for that particular reason. 
The emphasis is much more on adven¬ 
ture and exploration, and despite its 
magical scenario, the game is pretty 
much free of any stuffy RPG preten¬ 
sions. In practical terms, the idea is to 
explore the eight kingdoms of Tessera, 
acquiring objects, chatting with char¬ 
acters and battling the wide variety of 
monsters with an equally wide variety 
of weaponry and armour. As you pro- 


so fed free to take a 
don't hesitate to call if you 


gess, portals to new kingdoms can be 
found, opening up new avenues of 
exploration and so on ad nauseum. 

If anything, Sleeping Gods Lie is very 
easy to get into. Combat, for example, 
is as simple as selecting a weapon with 
the relevant function key, pointing 
yourself in the right direction (it's all 
played in first-person perspective) and 
hammering away on the fire button. 
The only problem is, though it may be 
easy to get into, it's not so easy to stay 
interested in once you've done it. Imag¬ 
ine playing Mercenary without the 
spaceships - it's not much fun having 
to walk everywhere, especially when 
the landscape is as flat and unconvinc¬ 
ing as it is. From a distance people and 
monsters look a mess, and don't 
improve much when they get up close. 
It's difficult to imagine who Sleeping 
Gods Lie could appeal to - it's far too 
slow-moving for most of us, and any 
serious RPG fan will no doubt dismiss it 
as lightweight piffle. Personally, it 
bored me to tears. There's just no com¬ 
pulsion to actually achieve anything, so 
feeble are the aesthetic rewards. Your 
time is better spent elsewhere. 


TINKY RATING: 54% 
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SEYMOUR 
GOES TO 
HOLLYWOOD 

Codemasters £7.99 

O bviously not wanting to keep 
all its eggs in one basket. Code¬ 
masters has created a couple 
of new stars to take up the mantle 
should the all-conquering Dizzy ever 
fall from grace. Steg the slimy slug 
turned up a couple of months ago, and 
now we have Seymour, a character 
who seems to bear a striking resem¬ 
blance to Dizzy. Okay, so he's buck¬ 
toothed and slightly less egg-shaped, 
but basically this is Dizzy with a weight 
problem. The game itself isn't much of 
a departure from the usual Codies fare, 
consisting of the sort of platform 
action that Dizzy would be quite hap¬ 
pily at home in. 

As if you couldn't guess, the story 
has our new-found hero Seymour trav¬ 
elling to tinseltown to become a big 
star in Dirk Findelmeyer's latest block¬ 
buster. Only problem is, the film's been 
sabotaged! To succeed, poor old Sey¬ 


mour's got to find a way to retrieve the 
scripts from the closely-guarded studio 
safe. Getting them back should be a 
familiar task to anyone - walk and som¬ 
ersault around the static screens, col¬ 
lect objects and use them elsewhere to 
solve the simple puzzles. It's a combi¬ 
nation of basic platform dexterity and 
some rudimentary mindwork. Oh, and 
some map-making skills for the maze¬ 
like studio wouldn't go amiss either. 

Virtually indistinguishable from any 
Dizzy game you care to mention, Sey¬ 
mour Goes to Hollywood succeeds for 
many of the same reasons. It's simple, 
unpretentious, bright, colourful and 
fun. It's by no means an epic, but it's 
the sort of game that's ideally suited 
to a budget pricepoint and it really 
does offer good value for money. 
Methinks that if its satirical comment 
and sideswipes at Hollywood you're 
after, you'd be slightly better served by 
going to see The Player or something. 
But if it's a slice of reasonably-priced 
platform action you're after, this 
knocks anything that Robert Altman 
could come up with into a cocked hat. 
'Nuff said? 

TINKY RATING: 82% 






SPIKE IN TRANSILVANIA 

Codemasters £7.99 

M JjM Mhat a treat! A double dose of platform fun from the Darling boys 
■fflVthis month! And, if I'm not mistaken, the second attempt this 
■■ month to launch a new rival to Dizzy upon this world. Howev¬ 
er, I can't quite see a fat little viking fellow capturing the collective imagi¬ 
nation of the gamesplaying public. But then again, if a stupid egg with a 
safari hat can do it... 

As I've just revealed, Spike is a viking. But, as the screenshots testify, 
he is in fact nothing like the rather svelte young figure performing athlet¬ 
ics on the front of the box. Rather he is a short little podgy geezer with a 
red beard who bears a striking resemblance to Hagar the Horrible. 

After a quick perusal of the grammatically nightmarish instruction flysheet, 
we learn that Spike the viking's pals have been locked away in the dun¬ 
geons of the local castle, and he has to go and save them. So off we go, 
walking through the village streets, popping into houses, collecting objects 
and avoiding these horrible little rat sprites that run around the cobble¬ 
stones sucking Spike's energy. Unlike Dizzy and Seymour, Spike isn't much 
of a platform hero - he can't even jump - but he can move into and out of 
the semi-3D screens. Other than that it's much the same story as previous 
CM efforts. You can have limited chats with characters, give and take 
objects blah blah blah. Predictable? Yes. Unsophisticated? Yes. Fun? Well... 
yes, actually. 

I didn't enjoy Spike as much as I've enjoyed the Dizzy games because I 
like a bit of leaping about and Spike's rat-dodging isn't quite as much fun. 
Also, the object manipulation system leaves a bit to be desired, and often 
results in players picking up the wrong thing, dropping objects they want 
to keep and so on. Hardened arcade adventurers are unlikely to be chal¬ 
lenged, but it's a pleasant enough diversion that once again proves that 
Codemasters know exactly what punters expect for their eight quid. 

TINKY RATING: 79% 




































































. PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 

Mease send cheque/PO/Access/Visa No. and expiry date (Cheques & PO s payable to 

Premier Mail Order) to : 

Dept THO08, Trybridge Ltd, 8 Buckwins Sq., Burnt Mills, Basildon. Essex. SS13 1BJ. 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5- 00. 
Less than,£5-00 and Europe add £1.00 per item. Elsewhere please add £2.00 per item for 
Airmail These offers are available Mail order only..Telephone orders: mon-Fri 9am-7pm. 
Saturday 10am-4pm. Fax orders : 0268 590076. Tel Orders : 0268 - 590766 




4 Wheel Drive (1 meg). 

.19.99 

1/2 Meg Upgrade. 

.24.99 

1/2 Meg Upgrade with clock. 

.26.99 

3D Construction Kit. 

.32.99 

4D Drivin (1 Meg). 

.19.99 

2 Hot To Handle. 

.16.99 

Alien 3 *. 

.19.99 

Arsenal FC *. 

.16.99 

Ashes of Empire *... 

.22 99 

Award Winners *. 

.16.99 

Addams Family. 

.16.99 

AirBus. 

.22.99 

Air Duel*. 

. 22 99 

Air Land Sea... 

24 99 

Air Support *.;. 

.19.99 

Altered Beast. 

6 99 

Assault on Alcatraz. 

.16.99 

AMOS. 

.29.99 

AMOS 3D. 

.24.99 

AMOS Compiler. 

.19.99 

Another World. 

.19.99 

Arkaniod 2. 

.6.99 

B 17 Flying Fortress (1 meg) *. 

.22.99 

Bards Tale Triple Pack *. 

.24.99 

Batman the Caped Crusader. 

.6.99 

Batman The Movie. 

.6.99 

Battle Chess 2. 

.16.99 

Beastbusters. 

9 99 

Beach Volley. 

.6.99 

Board Genius. 

.19.99 

Birds Of Pray (1 Meg). 

.22.99 

Black Crypt (1 Meg). 

.19.99 

Blue Max (1 Meg). 

.19.99 

Blues Brothers. 

.16.99 

Bonanza Bros. 

.16.99 

4D Boxing. 

.16.99 

Bubble Bobble. 

.6.99 

Budokan . 

.8.99 

Cabel. 

.6.99 

Campaign *. 

.22.99 

Castles]l Meg). 

.19.99 

Chart Attack 1 . 

.19.99 

Chase HQ. 

.6.99 

Capcom Collection . 

.19.99 

California Games. 

.6.99 

California Games 2 *. 

.16.99 

Carl Lewis Challenge *. 

.16.99 

Carrier Command. 

.7.99 

Cavadar. 

.12.99 

Cadaver Data Disc. 

.9.99 

Captive . 

.12.99 

Centurion. 

.8.99 

Championship Manager (1 Meg). 

.16.99 

Chaos Engine *. 

.16.99 

Chuck Rock 2 *. 

.16.99 

Civilisation (1 Meg). 

.22.99 

Conan The Cimmerian*. 

.19.99 

Continental Circus. 

.8.99 

CoolCroc Twins*. 

.16.99 

Covert Action (1 Meg). 

.22.99 

Crazy Cars 3 *. 

.16.99 

Cricket 1 meg. 

.9.99 

Curse of Azure Bonds (1 Meg). 

.19.99 

Cyberball.. 

.6.99 

Daley Thompson Challenge. 

.6.99 

Deutros.. 

.19.99 

Deathbringer. 

.19.99 

Death Knights Of Krynn (1 meg) . 

.19.99 

Demonsgate *. 

.22.99 

Disney Animation. 

.59.99 

Dizzy Collection. 

.16.99 

Double Dragon. 

.8.99 

Double Dragon 2... 

.8.99 

Double Dragon 3 . 

.16.99 

Dragon Ninja. 

.6.99 

Dreadnought *. 

.22.99 

Dune *. 

.19.99 

Elvira 2 (1 Meg). 

.24.99 

Epic. 

.19.99 

Euro Football Champ*. 

.16.99 

Euro Soccer *. 

.16.99 

Eye of the Beholder (1 meg). 

.19.99 

Eye of the Beholder 2 (1 Meg). 

.21.99 

Eye of the Storm *. 

.19.99 

FI 5 Strike Eagle 2 (1 Mg). 

.21.99 

FI 6 Combat Pilot. 

.7.99 

FI 9 Stealth Fighter. 

.19.99 

Falcon 3 *.. 

.24.99 

Final Fight. 

.16.99 

Fire and Ice. 

.16.99 

First Samurai + Mega Lo Mania. 

.19.99 

Flag*.:. 

.19.99 

Flight of The Intruder. 

.14.99 

Flood. 

.8.99 

Formula One Grand Prix (1 Meg). 

.22.99 

Football Director 2 (1 Meg). 

.16.99 

Football Crazy . 

.16.99 


Fun School 4 5-7.16.99 

Fun School 4 7-11..16.99 

Fun School 4 under 5.16.99 

G Loc.16.99 

Games '92-Espana.16.99 

Global Effect (1 meg).19.99 

Gaunlet3.16.99 

Ghostbusters 2.6.99 

Ghouls And Ghosts. 6.99 

Goblins*.16.99 

Gods.16.99 

Godfather Action.19.99 

Godfather Adventure * (1 meg).19.99 

Graham Gooch... 19.99 

Graham Taylor.16.99 

Gunship 2000 *.22.99 

Guy Spy *.26.99 

Hard Driven...6.99 

Harpoon (IMeg).22.99 

Harpoon Battleset 3.9.99 

Harpoon Battleset 4.9.99 

Harpoon Scenario Editor.13.99 

Head Over Heels ..6.99 

Heart of China (1 Meg).22.99 

Heimdall (1 Meg).19.99 

Harlequin . 16.99 

Hitchikers Guide.7.99 

Hook*.19.99 

Hunter.19.99 

Hudson Hawk .16.99 

Humans *.19.99 

Ian Botham.19.99 

IK+ .6.99 

Immortal (1 meg).8.99 

Indy Jones-Atlantis Action *.19.99 

Indy Jones-Atlantis Adventure * (1 meg).19.99 

Int Sports Challenge*.16.99 

Ishar*.19.99 

Ivanhoe.6.99 

Jaguar XJ220 (1 meg).16.99 

Jack Nichlaus Extra courses.9.99 

Jack Nicklaus unlimited Golf (1 Meg).19.99 

Jack Nicklaus Clipart.9.99 

Jimmy Whites Snooker..19.99 

John Madden.16.99 

John Barnes (1 meg) *.16.99 

Keys To Maramun.19.99 

Kick Off 2.9.99 

Kick Off 2(1 Meg).11.99 

Kings Quest 5 (1 Meg).22.99 

Knightmare .19.99 

K.0.2 Final Whistle.8.99 

K.0.2 Giants of Europe *.7.99 

K.0.2 Return of Europe.7.99 

K.0.2 Winning Tactics.5.99 

K.0.2 Super League.9.99 

Knights of the Sky (1 meg).22.99 

Last Ninja 2. 5.99 

Last Ninja 3.16.99 

Laser Squad 2 *.16.99 

Leander.16.99 

Leather Goddess.7.99 

Leisure Suit Larry 5 (1 Meg).22.99 

Lemmings.14.99 

Lemmings Construction Kit *.16.99 

Lemmings Data Disk.13.99 

Legend. 19.99 

Lethal Weapon 3*..16.99 

Lord of the Rings.19.99 

Lure of The Temptress.19.99 

Magic Pockets .16.99 

Magic Fly.8.99 

Mega Fortress (1 Meg)*.22.99 

Mega Lo Mania.12.99 

Mega Sports*.19.99 

Mega Traveller 1 (1 Meg).19.99 

Mega Traveller 2(1 Meg).19.99 

Mega Twins.16.99 

Microprose Gollf (1 Meg) .22.99 

Microprose Soccer.6.99 

Mig 29 Super Flacrum .26.99 

Moonstone (1 Meg).19.99 

Ml Tank Platoon.19.99 

Midnight Resistance.6.99 

Midwinter 2 (1 Meg).22.99 

Might and Magic 3 .29.99 

Myth...16.99 

New Zealand Story.6.99 

Nigel Mansell Woirld Champ*.18.99 

Nightbreed - Action.6.99 

Ninja Collection.13.99 

Operation Thunderbolt.6.99 

Operation Wolf.6.99 

Ork...16.99 

Pang.6.99 

Paperboy 2 .16.99 



Parasi 
Pegei 

PGA Golf Courses.9.99 

PGA Tour Golf.16.99 

Pinball Dreams.16.99 

Plan 9 From Outer Space *.19.99 

Player Manager.12.99 

Platoon.6.99 

Pools of Darkness (1 Meg) .19.99 

Populous.8.99 

Populous 2(1 Meg).19.99 

Powerdrift.6.99 

Powermonger.....19.99 

Powermonger Data Disc 1.9.99 

Premiere(IMeg)*.19.99 

R Type.6.99 

R Type 2 .16.99 

RBI 2 Baseball.19.99 

Rambo 3. 6.99 

Rainbow Collection.13.99 

Rainbow Islands.6.99 

Railroad Tycoon (1 Mg).22.99 

Ramparts*...16.99 

Realms (1 Meg) .19.99 

Red Baron (1 Meg).22.99 

Red Heat.6.99 

Reach for the Skies *. 22.99 

Renegade.6.99 

Rick Dangerous.6.99 

Rise Of The Dragon (1 Meg).26.99 

Risky Woods*.16.99 

Robocop...6.99 

Robocop3 .16.99 

Robocod .16.99 

Rugby World Cup .16.99 

Rules of Engagment.16.99 

Run The Gauntlet.6.99 

Sensible Soccer.16.99 

Secret of Monkey Island (1 Mg).16.99 

Secret of Monkey Island 2 (1 Mg) .24.99 

Shadow Lands.19.99 

Shadow Sorceror.19.99 

Shadow Warriors.6.99 

Silly Putty*....16.99 

Shinobi.8.99 

Shoot Em Up Kit..8.99 

Silkworm.8.99 

Silent Service 2 (1 meg).22.99 

Sim Ant.22.99 

Sim City + Populous.19.99 

Simpsons.16.99 

Ski Or Die.8.99 

Space 1889 (1 meg) .19.99 

Space Crusade.16.99 

Space Gun.16.99 

Special Forces (1 Meg).22.99 

Strider.6.99 

Striker.16.99 

Strip Poker 2 + Data.6.99 

Super Hang On.6.99 

Shuttle*. 34.99 

Stunt Car Racer.6.99 

Switchblade.6.99 

Switchblade 2.16.99 

The Manager. 16.99 

Team Yankee.19.99 

Team Yankee 2 (1 Meg).19.99 

Teenage Mutant Turtles 2.16.99 

Terminator 2.16.99 

Their Finest Hour.19.99 

Their Finest Missions.9.99 

Thunderhawk.19.99 

Tip Off. 16.99 

Titus the Fox...18.99 

Toki .16.99 

Troddlers*.16.99 

Turbo Challenge.8.99 

Turbo Challenge 2.16.99 

Turbo Challenge 3*. 16.99 

Turbo Outrun.6.99 

Turrican.6.99 

Turrican'2.9.99 

TV Sports Baseball*.19.99 

UMS 2 (1 Meg).19.99 

Untouchables.6.99 

Ultima 6 (1 Meg).19.99 

Utopia .19.99 

Utopia Data Disk*.9.99 

Voyager. 6.99 

Wing Commander (IMeg)*.22.99 

Wolfchild.18.99 

World Cup Cricket 1 Meg.19.99 

World Wrestling Fed.16.99 

Wizball.6.99 

Wizkid *.16.99 

Zool - Station *. 16.99 


10x3.5" DSDD. 

20x3.5" DSDD. 

50x3.5" DSDD. 

100x3.5" DSDD. 

. 5.99 

. 44.99 

Branded Disks 
3.5" DSDD.1.25. 

...Each 

5.25" DSDD.0.75. 


Flight of the 


JOYSTICKS 


Quickjoy Jetfighter.10.99 

Quickjoy Megaboard.19.99 

Cheetah 125+.6.99 

Comp Pro Extra.14.99 

Quickjoy Turbo 2.8.99 

Quickshot 3 Turbo (Sega Comp)..9.99 
Quickjoy Topstar.16.99 


BLANK DISKS 


Top Quality Unbranded Disks 


Intruder 
now only 
£14.99 


E.A.SPECIAL OFFERS 


ONLY 

£8.99 

EACH 

Battlechess 
Centurion 
& Imperium 


SPECIAL OFFER 


KICK OFF 2 (1 meg) 
NOW ONLY £11.99 


SPECIAL OFFER 


Mega Lo Mania 
Now Only 
£12.99 


SPECIAL OFFER 


Cadaver 
Now Only 
£12.99 
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COMPETITIO 


WINNERS 





YOU LUCKY, 
LUCKY PEOPLE! 


Are you ready for the thrill 
of learning that you have 
become one of the luckiest 
people on earth. Lucky 
enough to win a One 
competition? You are? Then 
read on. 

Obviously, many hundreds of thousands of unfortunate 
entrants will have their hopes and dreams dashed to 
pieces on the cruel rocks of fate, and will no doubt lie 
awake at night crying and worrying why they weren't 
selected. Should they have used nicer handwriting? 
Should they have used that postcard with the kittens 
on? Should they have included all their entries to dif¬ 
ferent competitions in one envelope? Ah, these 
thoughts lead to insanity. 

The simple fact of the matter is that you never give 
a thought to all the unfortunate people who don't win 
so long as you're one of the winners. And there's no 
way of making us pick a particular entry, you know. 
And that's the delicious randomness of it all. All the 
brightly coloured pens and Mr Men envelopes in the 
world won't help you win, although they will brighten 
our day. 

So, with that sobering thought, let us inspect the lists 
of winners of the competitions in the first two issues. 
And in order to prove our impartiality, we shall detail 
the style of entry. 

If you are one of our lucky winners, you should be 
receiving your prize in the post within about two 

) weeks. If it hasn't turned up, feel free to ring up 
and ask to speak to Gary Whitta. 


JAGUAR XJ220 

Way way back in the mists of time (well, in issue one, in fact) we offered the chance 
of winning a glamorous and exciting model Jaguar XJ220 worth well in excess of 
£ 200 . 

The Answers: 

1) Core's only other car game is, of course, Car-Vup. 

2) Jaguar won the last Le Mans 24 hour race in 1990. 

3) Core are based in Derby. 

And the lucky man who managed to got picked out of the hat for his correct entry 
is Stuart Southgate from Doncaster. (Standard envelope, interesting use of biro & 
felt tip pens) 

GAMES INDEX 1 

What a massive response! Literally trillions of replies flooded into the office in 
response to this little brain teaser, and that's no lie! And rising to the top of the 
heap was... Jason Peet from Carlisle. (Sealed white envelope with answers on the 
back. 

And those answers were: 

1) Encounter and Megatravelier 1 had 72% sound ratings in the index that month. 

2) The highest overall score in the index that month was 96%, awarded to Popu¬ 
lous 2 in fact. 

3) Our biggest gripe with Rise of the Dragon was that it was too easy. 

GAMES INDEX 2 

What an even massiver response! Literally trillions of replies etc. The winner this 
time was Ayman Agabani from London. (White postcard, black letters). He had the 
correct answers, which were: 

1) The lowest scoring load of old crap in the index in June was Space Quest IV 
receiving a stern 49% 

2) The skillful game winning 90% marks for grpaihcs sound and playability was 

Project X. 

3) The Ultima game to have come from the fine quill of Lord British is Ultima 6 

WIN A HARD DRIVE 

Remember back in June when the fine Sierra fellows gave us a big hard thing 
(har har). Well now it's time to give it to... Philip McCarthy from Warwickshire. 
(Berol Roller if we're not mistaken with a little stick on address tab.) 

The Answers: 

1) Sierra's futuristic detective adventure was called Rise of the Dragon. 

2) The programmers behind Sierra's Space Quest call themselves The Guys from 
Andromeda. Not, as some of you helpfulls suggested. The guys from In House. 

3) The hero of Heart of China was Lucky Jake Masters. 

Those who didn't win the hard drive but did win a copy of the forthcoming Cas¬ 
tle of Dr Brain are: 

Graham Wynn (ironic eh?) from Southsea in Hants, Robert Smith from Edgbaston, 
Neil Brewer from Basingstoke, Jason Morrison from Portadown, Andrew Clifford 
from Leicester, CJ Robinson from Notts, Martin Chester from Kent, Mr C Chan¬ 
dler from Birmingham, Nick Guderis from Cheddleton in Staffs and last but by 
no means least, M. Munoz, from Southport in Merseyside. 

DUNE 

June was also the month we ran our Dune contest, offering a Dune bumper pack 
of the movie, the original Dune book, the game and a poster to the man who 
could answer our especially tricky questions. The answers, for your information, 
are as follows: 

1) The actor in Dune who likes cherry pie is Kyle Maclachlan (who is Agent Coop¬ 
er in Twin Peaks) 

2) There have been six Dune Books. 

3) The connection between Dune and turtles (which only a tiny fraction of entrants 
got right) is, of course. Sting. Because one of his groovey discs was called "Dream 
of the Blue Turtles". 

The winner of this one was Stephen Meath from Merseyside. 

Well done to the winners, and bad luck to the lose-' Better luck next time. 






64 PAGE COLOUR CATALOGUE 

YOURS FREE! WHEN YOU COMPLETE & 
RETURN THE COUPON BELOW 


FREE! FROM SILICA 


t ----- 

C 1 Commodore 







LIMITED OFFER! 
STANDALONE MODEL 


ARCADE ACTON jANgS PACK 





When you buy your new Amiga computer from 
Silica Systems, we will give you an additional 
£359.73 worth of software FREE OF 
CHARGE, including some great entertainment 
and productivity programs. These free gifts 
will introduce you to the world of computing 
and help you to get off to a flying start with 
your new Amiga. Plus, with every Amiga from 
Silica we will give you 16 nights FREE holiday 
J hotel accommodation for you and your family 
I to enjoy a break at home or abroad. 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Every Amiga 500 and 600 from Silica comes 
supplied with a free 72 page colour brochure with 
| accommodation vouchers. These entitle 2 people to 
stay up to a total of 16 nights in any of 250 hotels 
with accommodation FREE. All you have to pay for 
are your meals (prices are listed in the brochure). 


ARCADE ACTION PACK: 

10 Superb entertainment titles: 

ASTERIX . £24.99 

CHESS PLAYER 2150 £24.95 

DRIVIN’ FORCE . £19.95 

LIVE AND LET DIE . £19.99 

ONSLAUGHT . £24.99 

PIPE MANIA . £19.99 

RICK DANGEROUS . £24.99 

ROCK ‘N’ ROLL . £19.99 

SKWEEK. . £19.99 

TRIVIAL PURSUIT . £19.95 

PRODUCTIVITY: 

PHOTON PAINT 2.0 £89.95 

The recommended paint package 

GFA BASIC V3.5 £50.00 

A power basic interpreter _ 

TOTAL VALUE: £359.73 


WORTH 

NEARLY 


£ 360 ! 


• 512K AMIGA 500 COMPUTER 

• BUILT-IN 1Mb DRIVE 

• A520 TV MODULATOR 
► MOUSE CONTROLLER 

PLUS! ^ 

FREE FROM SILICA: 

• PHOTON PAINT 2.0 

• ARCADE ACTION GAMES PACK 

• GFA BASIC INTERPRETER V3.5 

• 16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION 





£299 

B INC VAT & DELIVERY REF: AMC 0550 


CARTOON CLASSICS 


AMIGA 500+ 

INCLUDES 

NUMERIC KEYPAD . 



' 1Mb AMIGA 500 PLUS . 

• BUILT-IN 1Mb DRIVE. 

’ A520 TELEVISION MODULATOR .Z. 

• THE SIMPSONS - BART v SPACE MUTANTS 

** CAPTAIN PLANET AND THE PLANETEERS 
' LEMMINGS. 

DELUXE PAINT III .. 

PLUS! - FREE FROM SILICA 

• PHOTON PAINT V2.0. 

• ARCADE ACTION GAMES PACK 

• GFA BASIC INTERPRETER V3.5 

TOTAL PACK VALUE: 
LESS PACK SAVING: 

SILICA PRICE: 



PLUS! 

16 NIGHTS FREE HOLIDAY 
HOTEL ACCOMMODATION 


Ref: AMC 0600 


ms 


AMIGA 600 



Icnn A u°° m u r M+ s th ?.?u^ era 0 Ami 9 a computers. More compact than the A500, the 
A600 has a built in 1Mb drive, TV Modulator, internal IDE hard drive interface to easily 
add a hard drive inside the Amiga, Smart card slot to accommodate ROM, RAM or 
game cards, easier to access mouse/joystick ports (on the side) and modified 
expansion slot underneath for additional RAM and battery backed clock. 

•1Mb AMIGA 600 (No Hard Disk) . £399 99 

• DELUXE PAINT III (0Mb HD version only) . £79.99 

• ‘MYSTERY’ GAME (0Mb HD version only) . variable 

• 1 YEAR HOME SERVICE WARRANTY . VARIABLE 

PLUS! - FREE FROM SILICA 

• PHOTON PAINT V2.0. £89 95 

• ARCADE ACTION GAMES PACK .. £219 78 

• GFA BASIC INTERPRETER V3.5 . .ZZZZZ £5a00 

PLUS! TOTAL PACK VALUE: £839.71 

16 NIGHTS FREE HOLIDAY LESS PACK SAVING: £440.71 
ACCOMMODATION SILICA PRICE: £399.00 


NO HARD DISK - Ref: AMC 0666 


20Mb HARD DISK - Ref: AMC 0720 


mi 


CDTV DRIVE 

| AMIGA AOD^fT 

(FOR A500 & A 6 O 0 J 



Commodore has released their new CDTV drives for the Amiga 500 and 600 

computers. Simply plug the drive onto your Amiga and you have the power to: 

• USE THE SUCCESSFUL RANGE OF CDTV SOFTWARE. A vast array of 
titles are available now and more are being released all the time With the 
CD’s ability to retrieve 540Mb of data (over 610 Amiga floppy disks') it is 
the ideal media for software based around entertainment, music 
education, reference and much more! 

• PLAY NORMAL AUDIO CDs. The high quality CD Player (8 x over 
sampling) outputs sound quality that is equal to the best top end CD player 
available today. The CDTV drive gives you the ability to program the CD 
Player on-screen to select random play, pre-set play order and much more. 

• SEE CD+G CDs ‘ Not onl Y do Y°u 9 et high quality audio but 
CD+G (Compact Disk + Graphics) produces graphics on screen while the 
track is playing. These graphics are usually based on the theme of the 
track or can be the lyrics of the song. 


A570 CDTV Drive 

for A500 Kickstart 2.04 

£299 

REF: CCD 0570 


A570 for A500 Kickstart 1.3 

Inc. Kickstart 2 upgrade 

£349 


£299 

REF: CCD 0677 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


1 SILICA SYSTEMS OFFER YOU 1 


TFrHi^r'Ai^^QnDDnc^'uci^Di'iSc al1 hardware orders shi PP ed in the UK mainland. 
^r^ PP0RT HELPUNE: Team of technical experts at your service. 

Ily n matCh com P etitors on a “Same product - Same price” basis, 
of YEARS: Proven track record in professional computer sales. 
cu™,d^m* E[ ^ UCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

and training facilities at our London & Sidcu P branches. 
STOCK r ANGE: All of your requirements from one supplier. 

71 0GUES: Wil1 be mai| ed to you with offers and software/peripheral details 

PAYMENT: By cash, cheque and all major credit cards. 

S/ e u 0 cDc 0U dacida w J en to bLj y y° ur new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase And will the 
company you buy from contact you with details of new products? At Silica Systems we ensure’that you 
will have nothing to wony about. We have been established for over 12 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an 
understanding which is second to none. But don’t just take our word for it. Complete and return the 
coupon now for our latest Free literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER: 


0 . „ 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX Tel- 081-309 nil" 

Order Lines Open: Mon -Sat 9.00am-6.00pm No Late Night Opening _ Fax No: 081-308 0608 


LONDON SHOP: 

Openincf Hours: 


LONDON SHOP: 

Opening Hours: 


.. _ o + cnn 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

Mon-Sat 9.30am-6.00pm _ No Late Night Opening _ Fax No: 071-323 4737 


SIDCUP SHOP: 

Opening Hours: 


.. nc at Q , n S c el n f !j d 9 es dst Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Extension: 3914 


Mftn c at Qm HL he Mews ’ Hatherle V Rd, Sidcup, Kent, DAI4 4DX Tel: 081-302 8811 

_Mon-Sat 9.00am-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017 


l"To: Silica Systems, QNE/TG/010/08,1-4 The Mews, Hatherley Rd., Sidcup, Kent. DA14 4Dx"^ 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


I 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 


Address:. 



SILICA 
YSTEMS 



.. Postcode.... 

Tel ( Home ) : . Tel (Work):. 

Company Name (if applicable): .. 


Which computer(s), if any, do you own?. 
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COMPETITIO 


THE ONE VOUCHER 



ROYAL AIR FORCE MUS, 


BRITAIN'S NATIONAL MUSEUM OF AVIATION 


This voucher entitles half price entry to the Royal Air Force Museum for one child when accom¬ 
panied by a full paying adult. It also entitles the same child to a free ride in the flight simula¬ 
tor. This voucher cannot be used in conjunction with any other offer or discount and is not 
exchangeable for cash. Voucher valid until 31st December 1992. Royal Air Force Museum, Gra- 
hame Park Way, Hendon, London NW9 5LL. Tel: (081) 205 9191 (24hr) Opening times: Daily 
10.00am - 6.00pm (last ticket issued 5.30pm) Nearest tube: Colindale (northern Line) Road access 
via the A1, A41, All or North Circular, large free car park. 




A B-17 Flying Fortress! 

(and get into the Royal Air Force Museum at Hendon FREE!) 




S tand straight, you 'orrible little men! You're not round your 
mum's house now! You're reading The One, and as such 
are demanded to look smart and pay attention at all times, 
not shamble about like a bunch of tramps. You there, in the smelly 
tracksuit top with the floppy hair - yes you! Don't you know that 
you're supposed to be entering a competition? What competition? 
WHAT COMPETITION?!!! Only the most splendid competition in 
the history of aviation, that's what! It's the One & Microprose & 
The Royal Air Force Museum's B17 Celebration Competition! 

Now. Eyes front, look sharp! Microprose as you should know if 
you had your ears open during basic training are the top people 
when it comes to flight simulators, and they currently completing 
work on their latest effort, B17 which accurately recreates all the 
thrills and spills of piloting the famous aircraft on bombing mis¬ 
sions over wartorn Europe. 

And in order to celebrate the forthcoming release, they're run¬ 
ning a competition with The One for twenty five of you unde¬ 
serving rabble to win copies of the game. AND they're giving you 
a chance to go to the museum at Half Price and go on a flight sim¬ 
ulator for free! 

So, I want a nice orderly dispersal. One by one, I want you to 
take a pen and fill out the competition coupon. Then, I want you 
to take a pair of scissors and snip out both the coupon and - wait 
for it - the voucher. TAKE the coupon to the post office. TAKE the 
voucher to the museum. 

GO! 


The Questions 

1) The B17 was featured in which motion picture. 

a) Memphis Belle 

b) The Dirty Dozen 

c) Biggies - The Movie 

2) Name Microprose's recent driving smash hit. 

a) Vroom 

b) Jaguar XJ220 

c) Formula 1 Grand Prix 

3) What's the highest scoring Microprose in our own glam¬ 
orous Games Index? 

The Rules 

The competition is not open to employees of Emap Images or Microprose or their relatives. The 
compo closes on August 21st. The editor's decision is final and no correspondence will be entered 
into. 


Name: ... 
Address: 


Answers: 

1 )- 


2 ). 

3 ). 
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Andrew Braybrook, famed for such Amiga classics as Paradroid 90, 
Rainbow Islands and Fire & Ice, has recently started work on his latest 
project - Uridium 2. A sequel to his blockbusting Commodore 64 blaster, 
Uridium 2 looks set to be his best Amiga work yet. This month The One 
EXCLUSIVELY begins serialising his no-holds-barred development diary. 

Month by month and in his own words, 

Andrew will take you through every 
step of the game's development, from 
conception this month to completion - 
hopefully - at the end of the year. As 
the work progresses, you'll be privvy 
to the latest screenshots, along with 
Andrew's most intimate thoughts, feel¬ 
ings and programming tricks. You thought 
the Princess Di serialisation was big? 

You just haven't seen ANYTHING yet! 

Take it away, Andrew... 


PART ONE - THE STORY SO FAR 

The initial foundations for Uridium 2 
were laid down in early 1991 during 
Fire & Ice's development. Having got a 
smooth-scrolling system working, 
which allowed easy background ani¬ 
mation and didn't take up too much 
time per frame, it seemed a good idea 
to save a copy of the basic system to 
another project directory. I could then 
carry on adding routines specific to 
Fire & Ice's needs and not have to 
remove them later for Uridium 2. This, 
as it turned out much later, was near¬ 
ly a good idea. 

The idea of doing Uridium 2 on the 
Amiga had been around since 1987 
when I bought my first Amiga, an 
Amiga 1000, from Gary Liddon, erst¬ 
while journalist and programmer 
extraordinaire (at least that's what he 
tells me). My first naive dabbles with 
DPaint resulted in some fairly crude 
mock-ups of what the game might 
look like on the Amiga. Since then 


Graftgold has expanded from a two- 
man outfit to an eight-man one, and 
my graphics ability pales into 
insignificance against the expecta¬ 
tions of Amiga owners today. I shall 
thus refrain from doing too many 
pixels for this game but any that I do 
'lay down' I will sign personally. 

I spent a few evenings changing 
the playing window size and testing 
out the 32-colour sprite plotting rou¬ 
tines. I try to write all routines to be 
as flexible as possible so I can just tell 
the assembler how many bit-planes, 
i.e. colours, I want to display and the 
routines will still work. I really do 
want to use 32-colour backgrounds 
in this game and, without going into 
too much detail about why all Amiga 
games aren't in at least 32 colours. I'll 
probably be cursing that decision 
later. 

All work totally ceased on 
Uridium 2 a short while after¬ 
wards when we decided that l 















(Above) Andrew's first working ver¬ 
sion of Uridium 2 has the new, small¬ 
er, Manta fighter flying over a 
background marked by characters 
that allow him to check that every¬ 
thing is functioning properly. The 
ship can already thrust, turn and fire 
as in the original. 


(Left) One feature currently in the 
experimental stage is to have a sec¬ 
ond fighter, either controlled by 
another player or as a robot drone 
that copies the Manta s actions. 


(Below) These two shots, which look 
most exactly like the C64 original, 
were mocked up by Andrew on 
DPaint a few years back. He's confi¬ 
dent that the finished version will 
look far more sophisticated. 


our choice of publisher for this game 
was limited by the publishing rights 
to the original Uridium being in the 
hands of an administrative receiver. 
This has since been resolved and 
Graftgold now has all publishing 
rights to future variants of Uridium. 
It has taken another six months to 
actually restart the project as the 
pace on Fire & Ice hotted up (excuse 
the pun) and all my time was taken 
up finishing that off. 

It also seemed appropriate to start 
the project proper on a sensible PC, 
rather than the heap of scrap metal 
that my old 8088-based PC has 
become these days. Let's be honest 
here, it's down tools brothers until 
we get some realistic tools to work 
with - I'm fed up with emptying the 
lake with a teaspoon! When it takes 
about four minutes to change one 
line of code and try it out, you've for¬ 
gotten what it was that you wanted 
to test. Coding these days involves 
very, very large programs and you 
need professional tools and high¬ 
speed computers to deal with it all. 

Take Fire & Ice. The actual game 
code, excluding our operating sys¬ 
tem, must run to about 60,000 lines 
of code (and I don't mean the inflat¬ 
ed figure that the assembler spits out 
after expanding all the macros). Just 
60,000 lines of handwritten code 
would take about a whole box of 
1000 sheets of fanfed paper to print 
out, if the printer lived that long! 

Anyway, the story has a happy 
middle at least, as I'm typing this on 
a 486DX turbo-nutter machine with 
a 100Mb hard disk whose only desire 
in life is to do my bidding but yes¬ 
terday, instead of making an 
appointment for a week's time. The 
old machine sits under another desk 
in shame, full up, burnt out and 
redundant. Graftgold is dragged kick¬ 
ing and screaming back into reality 
from its little world of slow motion. 

Work has continued now at a 
cracking pace, and the first thing 
that happened was a total 
rewrite of the scrolling system 


so carefully removed from Fire & Ice 
at the beginning. I said it was only 
nearly a good idea. That system was 
good for Fire & Ice because I wanted 
lots of background animations using 
16 by 16 pixel super-characters. Urid¬ 
ium 2, as I see it, requires little or no 
background animation - no boiling 
porridge, rippling sea, rising bubbles, 
waterfalls or spinning pick-ups you 
see. 

Instead I want to be able to reflect 
background characters and have 
alternate palettes on individual 8 by 
8 pixel characters. This is more akin 
to the C64 and certain other newer 
computer-type machines that are 
best left unmentioned. The scrolling 
rewrite took about two days and did 
everything that I wanted and it was 
good BUT it was a little on the frame¬ 
time expensive side when scrolling at 
high speed, and Uridium needs high 
speed like Nigel Mansell does. 

It's one thing scrolling at a couple 
of pixels a frame; you can build up 
newly scrolled data over the next 'n' 
frames before you cross a 16-pixel 
boundary, which is the resolution 
that the Amiga coarse scrolls by. This 
beast requires scrolling at up to 8 pix¬ 
els per frame, leaving only two 
frames to build a stripe of new char¬ 
acters on the leading edge of the 
scroll. 

































The upshot of all this is that 16-bit 
computers don't much like working 
in bytes; it's no quicker than work¬ 
ing in words (that's two bytes nailed 
together), so I'm back to working in 
16 by 16 pixel lumps which I can 
reflect or change colours of. This 
reduces the scrolling overhead so 
that I can run a sensible number of 
sprites around on the screen. So 
what do we actually have on the 
screen? 

Well, graphics work actually com¬ 
menced at the beginning of June 
1992 with some background blocks. 

I haven't put any into the game yet 


as I don't have a suitable mapping 
program that can do what I need, 
and I don't want to spend two 
months writing one on the Amiga. 
Steve (Turner), Graftgold's boss-man, 
has promised to write a generalised 
mega super mapper on the PC, so I'll 
wait for that. I don't need back¬ 
grounds just yet. 

So what's actually on the screen, 
then? Well, I've got a couple of rough 
Manta frames done on DPaint and a 
load of numbers where all the frames 
of animation should be so I can check 
whether the program is working, and 
I've got a few test background 


blocks, again with numbers on so I 
can see if they're working. Oh, and 
I've done a score panel with the game 
name on... 'Uridium 2' in large friend¬ 
ly letters! As from tomorrow I'll log 


things a bit more formally so we 
don't get sued by the Equal Rights 
for Diaries brigade. I've already got 
the dates done, all I have to do is fill 
in the rest... 


NEXT MONTH! 

The pace hots up as the Uridium 2 
super-diary begins in earnest. 















CORPORATION 


The One is the only magazine you 
need for a totally comprehensive 
window on the Amiga games scene. 


Each month we'll be bringing you 
the hottest games read available, 
with the first reviews, exclusive 
Work In Progress features, 
entertaining articles and invaluable 
tips. 


• By subscribing to The One you can 
be sure of priority access to the 
essential reviews, previews, features 
and news stories each month. 


w Over your next 12 issues, we'll be 
working hard to deliver you the very 
best in cover mounted disks. 


Choose from one of the following 
classic Core Design games: 


Wolfchild 

Chuck Rock 

Corporation 

Car-Vup 

Frenetic 

Torvak 

Warzone 


And every issue of The One will also 
carry two cover-mounted disks 
crammed to the very gills with 
playable demos, complete games 
and exclusive custom-written 
interactive specials unavailable 
anywhere else. 


• Subscribing to The One guarantees 
delivery to your door of the next 12 
issues of Europe's essential Amiga 
games magazine. 


• Subscribe to The One and be 
confident of receiving the ONLY 
authoritative guide to Amiga 
entertainment. 


WOLFCHILD 


Guide Saul, the powerful wolfchild, in 
his quest to seek revenge on the evil 
Chimera organisation - who have 
murdered his family and kidnapped his 
father. Change his form to that of a 
powerful psychic werewolf as you fight 
your way through five levels of action 
packed adventure. This games is totally 
addictive! 


CHUCK ROCK 


Help Chuck Rock in his quest to rescue 
the beautiful Ophelia from the clutches 
of his arch rival Gary Gritter. Kick, 
throw rocks and belly-butt your way 


gj J p/W 


through a multitude of comical zones 
featuring 500 screens of exciting and 
addictive gameplay. 


Your role as a Zodiac agent is to 
infiltrate the sixteen-floor 
headquarters of the Corporation and 













As Arnie f you drive round all eight 
worlds featured within the game's 48 
levels attempting to turn Captain 
Grim's evil back into good. You must 
rescue your kidnapped friends, make all 
the worlds a better place again and 
then go on to defeat Captain Grim at 
the exciting climax of the game. 


FRENETIC 

Is there life beyond the outermost 
edges of the universe? Join the 
scouting team which is sent to break 


TORVAK 

Evil lingers all around .... a shadow of 
despair has been cast over your 
homeland. Avenge your people and 
complete the 600 screens over five 
levels to the final confrontation with 
the evil necromancer. 


GUARANTEE 

If you aren't completely satisfied with your 
subscription, you may cancel at any time and 
receive a prompt refund for all unmailed 
copies. 

Your software choice is mailed separately to 
your first magazine. Please allow 28 days for 
delivery. 

SUBS SUMMARY 

12 issues United Kingdom £42.00 

12 issues Europe air mail £48.00 

12 issues Rest Of World airmail £75.00 

12 issues Rest Of World surface mail £45.00 

We suggest that overseas readers pay by 
International Money Order. 


ORDER FORM 

Please send to The One Subscriptions Dept, PO Box 500, Leicester, LE99 0AA (please make all cheques payable to EMAP Images Ltd) 
Name :..... 


Address : 


..Post Code.. 


1 would like a subscriptions for 12 issues to The One, please start my subscription from the. issue of The One (please enter month). 

I would like the following FREE game: 


Warzone 

□ 

source code: 0026G 

Frenetic 

□ 

source code: 0027L 

Car-Vup 

□ 

source code: 0022P 

Corporation 

□ 

source code: 0025C 

Chuck Rock 

□ 

source code: 0024X 

Wolfchild 

□ 

source code: 0023T 

Torvak 

□ 

source code: 0028Q 





I enclose a cheque/postal order (payable to EMAP images Ltd) for £. Please charge £.to my Access/VISA/Diners Club/AMEX 

Card Number:. 

Expiry Date :..... 

Signature :. 
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locate and obtain an embryo from the 
building's foetal laboratory. Arm 
yourself with special tools, avoid the 
internal alarm systems and multitude 
of security guards. A sinister adventure 
game set in a complete 3 dimensional 
environment. 


WARZONE 


The year is 1999. World peace is being 
threatened by an unknown enemy 
force, you and your accomplice have 


CAR-VUP 


through the defences and reach the 
distant edges of the mapped universe 
Go further than any ship has dared 
venture before.... 


been chosen to lead an allied attack 
which will take you through eight 
different scenarios. 


Fulfilment: Alan Wells International, Memberline House, Farndon Road, Market Harborough, Leicester LE16 9NR 

































Ping! Page 98. This 
page for Public 
Domain, Shareware, 
Licenceware and 
assorted cheap soft¬ 
ware. Want some 
help with that 
pushchair, madam? 
Right you are, then. 
Please mind the 
doors. Going up... 


WAR 

Shareware (liUlb). 17 
Bit, disk 2003. 

W ar! Huh! What is it good for? 

Absolutely nothing!" sang 
Edwin Starr back in the 70s. 
How wrong he was because War is 


right smart. I'm not talking about the 
real thing, of course, which is all blood 
n' guts, brutal n' inhuman. No, I'm talk¬ 
ing about this great Shareware game. 
In essence War is a rather simple board 
game for two players (either human vs 
computer or human vs human), each 
assuming the role of Emperor of a mas¬ 
sive space empire. Each player's aim is 
to expand his Empire and rub the 
other's out. 

Play takes place on a small grid. 
Each player takes it in turn to move his 
spacefleets from square to square. 
Each square occupied is claimed as part 
of the player's Empire. Should the play¬ 
er move his fleet onto a square occu¬ 
pied by one of the enemy's fleets then 
there's a arcade-ish shoot-'em-up inter¬ 
lude to decide the outcome of the bat¬ 
tle. Although strategically limited, 
there's enough decision-making going 
on to keep the brain ticking over and 
the battles are a great laff. War is lots 
of fun for one and even more fun for 
two. Pick of the month without a 
doubt. 



SUPER 
PACMAN 92 

Public Domain (1Mb) 
17 Bit, disk 1973. 



H mmmm, so this is Super Pac- 
man 92, is it? Well, it's defi¬ 
nitely Pacman and I've no argu¬ 
ment with the date but 'super'? Not 
quite. As always, Pacman must be 
guided around a maze, guzzling the 
yellow pills littering the passageways 
while avoiding four roaming Ghosts. By 
eating rare 'power pills' Pacman is 
given a chance to turn the tables on his 
pursuers - for a brief time he is invul¬ 
nerable to the Ghost's deadly touch 
and if he can catch them before the 
pill's power wears off then mucho 
points are his. 

The major difference between 'nor¬ 
mal' and 'super' Pacman is that the 
maze is now about two screens high 
by two screens wide, with the 'game 
window' smoothly scrolling to follow 
Pac the Man on his travels. Although 
good looking, this feature makes it 
hard for the player to plan a safe route 
around the maze. Although the control 
is generally good, Pacman is rather 
slow to turn back on himself, making 
it all too easy to 'skid' into one of the 
Ghosts. However, the biggest fault is 
with the power pills. There's absolute¬ 
ly no warning when the Ghosts are 
about to revert to their normal fatal-to- 
the-touch selves, making chasing them 
a bit of a pointless and often lethal pas¬ 
time. All in all, more than a little dis¬ 
appointing. 
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FATAL MISSION 
& J THAT 
TENNIS THING' 

Public Domain (512K). 
17 Bit, disk 2005. 

F atal Mission is a horizontally¬ 
scrolling shoot-'em-up, plain and 
simple, and comes complete 
with everything you'd expect from a 
good blaster - loads of nasties, loads 
of bullets and loads of power ups. 
There's only one level but it's fiendish¬ 
ly hard so as long as you've got a low 
frustration quotient you should get 
your money's worth out of this. 'That 
Tennis Thing' is a basically Pong, with 
the innovation being that the bats can 
now shoot at each other. Hmmm, rad¬ 
ical. 

(By the way, make sure that you 
read the instruction and credit screens 
- they're rather droll.) 


BATTLECARS 2 

Public Domain 
(512K). Forties PD, 
disk 868. 

T his is what we want. No poncing 
about, just drive an armoured 
hotrod bristling with front- 



mounted machine guns and homing 
missiles around a major city blasting 
seven shades of Shell out of the other 
road users. Sadly, however, although 
Battlecars 2's premise is excellent the 
actual execution of the game is not. 

Technically Battlecars 2 is fine - the 
3D polygons are fast if on the bland 
side and the car drives like a dream - 
but, as so often happens, it's the game- 
play that's the problem. In one-player 
mode you have to track down and 
destroy a computer-controlled roadster 
in under three minutes. The computer 
doesn't fire back or seriously try to 
avoid you, making it something of a 
turkey shoot. In two-player mode you 
can fight another human head-to- 
head, as long as you've linked two Ami- 
gas by a cable. Why not split the screen 
so that two people can play on one 
Amiga? I guess a two-player game 
would be quite good but since we lack 
the equipment to do it (and you prob¬ 
ably do too) it's a bit hard to say. Bet¬ 
ter luck with Battlecars 3, eh? 



SPORT FOR PC 


Play a round 
All year 
round 

It’s raining cats and dogs outside, but it’s a beautiful 
crisp Spring day on the Torrey Pines Golf Course. 

You approach the tee, driver in hand. Gazing down 
the fairway, you notice every feature of this classic Pacific 
Ocean Links course. 



LINKS 




The Challenge of Golf takes 
you to a new level of realism. You 
can almost smell the grass, feel 
the silky putting surfaces and 
take in the fresh sea air. At 
times, you’ll want to replace the 
divots, until you remember it’s 
only a game. 


But WOW, what a game! 


And now, as well as the 256 
colour 3D PC graphics, you can 
experience Links on Amiga, 
featuring exclusive HAM MODE 
graphics and digitised sound. 



So, put on your sun 
visor and practice your 
swing. You’re next on 
the tee. 


Available on: PC 
(VGA or MCGA, 640k 
and Hard disk required, 
k Supports: AdLib™, 

Soundblaster™ MSound™ sound 
cards). Amiga-HARD DRIVE and 1 Meg of RAM required. 


©Access Software, Inc. 1991 All rights reserved. 



Birmingham B6 7AX. Tel 021 625 3366 

A serious PC experience 


SCREENSHOTS ARE ONLY INTENDED TO BE ILLUSTRATIVE OF THE GAMEPLAY AND NOT THE SCREEN GRAPHICS WHICH MAY VARY 
CONSIDERABLY BETWEEN DIFFERENT FORMATS IN QUALITY AND APPEARANCE AND ARE SUBJECT TO THE COMPUTER S SPECIFICATIONS 
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LEGEND OF 
LOTHIAN 

Public Domain 
(512K). PD Soft, disk 
2491. 


* « 8 * * * ’ « 5 6 
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W e're in RPG country with Leg¬ 
end of Lothian. The King of 
the land of Mercia has been 
put under a powerful sleeping spell. 
You, a humble shephrerd, have been 
chosen by the Gods to save Mercia 
from chaos. By exploring Mercia and its 
many towns and cities you must dis¬ 


A3TTACK OR F3L.EE?* ATTACK! 

VOU NEED R WEAPON TO 
RTTftCK! 

RN ORC ATTACKS 

AND HITS FOR X POINT OF 

DAMAGE ! 


DO VOU WISH TO: 
A3TTACK OR F3L.EE ? ■ 



cover a cure for the King's ailment. 
Already foul Orks have started invading 
the land so there's plenty of opportu¬ 
nities for a good ruck. 

Graphically Legend of Lothian is no 
great shakes - you and the people you 
meet are depicted as white unanimat¬ 
ed outlines, for example. That said, 
some of the portraits, which pop up 
when you interact with somebody, are 
quite nice. Compared to Ultima VI, Leg¬ 
end of Lothian lacks depth but then 
again it comes on one disk and there's 
little disk-swapping so there you go. 
Not my cup of tea, to be honest, but 
it might well be yours. 


PlaySID 

Public Domain 
(512K). 17 Bit, disks 
2024A-D. 

optabulous! First off, let's make 
an admission - PlaySID is not a 
game. However, it does have a 
lot to do with games. Well, creaky old 
Commodore 64 ones, anyway. Basical¬ 
ly PlaySID is a program that makes the 
Amiga's Paula soundchip emulate the 


C64's SID soundchip and very well too. 
The four (!) disks contain literally hun¬ 
dreds of classic C64 game tunes. Wiz- 
ball, Master of Magic, Miami Vice, 
Sanxion, Green Beret, Mutants... you 
name it, it's got it. Anyone who fond¬ 
ly remembers the days when the likes 
of Martin Galway and Rob Hubbard 
were musical Kings of the Kommodore 
will have a nostalgic field day with this. 
One thing's for sure - they don't write 
'em like this any more. Not 'arf! 




© 1990-92 Hakan Sundett a Ron Birk 



THOSE PD 
PERFECTOS 
IN FULL 

As the sharper eyed may have 
noticed just three companies have 
sent in PD for review this month. 
What's the matter? Do I smell? 
Come on, guys, I'm starting to get a 
complex. Send your stuff in, please. 

• 17 Bit Software, 1st 
Floor Offices, 2/8 Market 


Street, Wakefield, West 
Yorkshire WF1 1DH. 

Tel: (0924) 366982 

• PD Soft, 1 Bryant 
Avenue, Southend-on-Sea, 
Essex SSI 2YD. 

Tel: (0702) 612259/466933 

• Fortiss PD, P.O. Box 2, 
Earl Shilton, Leicester 
LE9 8LU. 

Tel: (0455) 850984 


MAGNATRON 

Shareware (512K; 
not A500+ compati¬ 
ble). 17 Bit, disk 
2019. 



I ormally in these space shooty 
things Earth's last line of 
defence against alien invasion 
is a lone starfighter. Magnatron's sce¬ 
nario is somewhat bleaker - Earth's 
only protection is a space mining ship! 
Doesn't bode well for our chances of 
survival, does it? But this isn't just any 
space mining ship - it's equipped with 
a super-powerful tractor beam. You, as 
^the ship's pilot, can use this beam to 
'grab' asteroids and even alien 


ships and smash them into each other, 
thus destroying them. As the player 
progresses by cleaning each screen of 
alien filth the nasties get more varied 
and more vicious in their attacks. 

Magnatron is one of those games 
that sounds good on paper but turns 
out to be rather unappealing in prac¬ 
tice. The movement of all the objects is 
governed by inertia - nothing innately 
wrong in that - but trying to lug the 
careering boulders around AND aim¬ 
ing them at the aliens 
can get frustratingly 
tricky, especially if your 
ship is whizzing around 
as well. Although slickly 
presented and well pro¬ 
grammed, Magnatron 
fails to impress. 


































































It's a real shame but it's fast becoming 
painfully apparent that, just like the song 
says, there ain't no cure for the summertime 
blues. We feel a bit like Michael Fish here, 
confidently predicting a few months ago 
that there would be no summer slump, then 
having a big ugly one come up and bite us in 
the butt. That said, there are still a fine few 
products warming up on the starting blocks 
- most of which are on display over the next 
few pages. So settle down, put your feet 
up, shake yourself a tall, cool cocktail and 
thank yourself lucky that it's hot now. In six 
months' time the software scene may have 
hotted up but you'll be freezing your knack¬ 
ers off. Not a comforting thought, is it? 

CAMPAIGN 

Empire 

Q uestion: Take a programmer who's rather good at vector graphics and is 
also a bit nutty about tanks, and what do you get? Answer: Lots of games 
about tanks using vector graphics. This is certainly true in the case of 
Jonathan Griffiths, a programmer who already has one tank game to his name 
in the form of the excellent Conqueror (remember the one that used the same 
landscaping techniques as Virus?) and is now putting the finishing touches to his 
second, more serious venture into the field. 




Unlike Empire's recent tank-based effort Pacific Islands, Campaign 
is set not in the present day but during the second world war, when 
the equipment wasn't as sophisticated as it is today and tank com¬ 
manders had to rely on their wits rather than a multi-million dol¬ 
lar laser targeting system. The game features just about every com¬ 
bat vehicle available during the six-year timespan on WWII - over a 
hundred different vehicles, including tanks, trucks, artillery guns, 
ships and aircraft. 

Campaign's a far more sophisticated and involving game than 
Griffiths' earlier Conqueror, which was basically a shoot'em-up with 
strategic overtones. Here you've got a game map the size of Europe, 
and vehicles designed to replicate their real-life counterparts down 
to the smallest detail. That's not to say there's no blasting action - 
with this kind of firepower at your fingertips, how couldn't there 
be? Players can choose to take on the role of campaign comman¬ 
der, issuing battle orders to groups of vehicles at a time, then con 
trol them directly in battle situations. Sounds a bit tasty to us. 
Campaign is almost ready to roll, and is expected to arriv^ 
sometime in September. You may well receive a full inspec 
tion next month. 
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CAAAPAIGN 

Empire 


Q uestion: Take a programmer who's rather good at vector graphics 
and is also a bit nutty about tanks, and what do you get? Answer: 
Lots of games about tanks using vector graphics. This is certainly 
true in the case of Jonathan Griffiths, a programmer who already has one 
tank game to his name in the form of the excellent Conqueror (remember 
the one that used the same landscaping techniques as Virus?) and is now 
putting the finishing touches to his second, more serious venture into the 
field. 

Unlike Empire's recent 
tank-based effort Pacific 
Islands, Campaign is set 
not in the present day but 
during the second world 
war, when the equipment 
wasn't as sophisticated as 
it is today and tank com¬ 
manders had to rely on 
their wits rather than a 
multi-million dollar laser 
targeting system. The 
game features just about every combat vehicle available during the six-year 
timespan on WWII - over a hundred different vehic les, including tanks, 
trucks, artillery guns, ships and aircraft. 

Campaign's a far more sophisticated and involving game than Griffiths' 
earlier Conqueror, which was basically a shoot'em-up with strategic over¬ 
tones. Here you've got a game map the size of Europe, and vehicles designed 
to replicate their real-life counterparts down to the smallest detail. That's 
not to say there's no blasting action - with this kind of firepower at your fin¬ 
gertips, how couldn't there be? Players can choose to take on the role of 
campaign commander, issuing battle orders to groups of vehicles at a time, 
^then control them directly in battle situations. Sounds a bit tasty to us. 

Campaign is almost ready to roll, and is expected to arrive sometime in 
^September. You may well receive a full inspection next month. 
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Front Amour (nn) 25 

Side Amour (wO 15 

Rear Amour (nrO 15 

Maximim Amour Penetration (pin) 3? 
Haxirain Road Speed (kit/ft) 35 

Maxiwun X-Country Speed <km>di) 20 

M 


IUI 

US Gold/SSI 

A lready a contender for the shortest game title of the year (if you 
can think of a shorter one let us know), M is the latest role-play¬ 
ing adventure from those most prolific exponents of the art, SSI. 
Obviously not wanting to be left out in the cold by the new tide of more 
sophisticated RPGs (Eye of the Beholder II, Ishar and Ultima VI among 
them) SSI has cleaned up its act considerably for this newie. Gone are the 
bland PC-style graphics with pathetic little windows, replaced by a swish 
full-screen 32-colour scrolling arcade-style 3D isometric display! (Phew). 

This is what RPGing in the 90s is all about - but although the technical 
spec may have changed, the OTT scenarios haven't. In M, the player leads 
a resistance group called the Midnight Raiders, who battle against the 
evil Terran Overlord Government on the remote planet Monsoon. Your 
objective - to rescue the members of the diplomatic faction kidnapped by 
the TOG as bargaining chips with which to achieve their foul ends. 

Most of the traditional RPG themes are still in evidence - the player 
controls a party of four humans and a robot, with the computer-con¬ 
trolled characters revealing more about themselves as the story pro¬ 
gresses. You can chat with the various NPCs (that's non player characters 
to the uninitiated), including alien races, and of course do battle with a 
plethora of futuristic weaponry. 

But what actually is M? That's something that's only intended to be 
found out when you unlock the secrets of the game's convoluted story¬ 
line. M is being hailed by US Gold as "the most visually stunning, tech¬ 
nologically advanced, intricate and compelling science fiction fantasy 
role-playing game ever!" But then they would say that, wouldn't they? 





















































DARK SUN: SHATTERED LANDS 

US Gold/SSI 

I n the second of SSI's bold announcements this month, a new role-playing sys¬ 
tem which be used in the company's future products has been unveiled in the 
form of the Dark Sun game world. The system's the next step up from the 
Advanced Dungeons & Dragons engine, which has been driving the company's 
RPGS for the last four years. Role-playing fans will no doubt be making them¬ 
selves sick with excitement at the advent of Dark Sun, which promises all-new 
character classes, more sophisticated NPCs and generally a more fluid and con¬ 
vincing game environment. 


In Shattered Lands, the first game to use the new system, the action takes 
place on the desert world of Athas, where much of the planet surface is a sandy 
wasteland and the few cities are run by thousand year-old sorceror kings. Hmmm. 
The player's party starts out as a band of slaves in the city of Draj, who have 
been condemned to die as gladiators in the city's arena. The idea is to escape 
from the city into the desert, join up with other slaves and put together a rebel 
army strong enough to return and bring down the despotic regime. 

The screenshots here are from the PC version - we've been promised that the 
Amiga version will be near-as-dammit identical. To be honest we prefer the look 
of M with its fancy isometric display, but judging by what we've heard about the 
game system, Dark Sun could be the game to re-write - or at least revise - the 
RPG rulebook. Only time will tell. 



ARSENAL FC - 

THE COMPUTER GAME 

Thalamus 


H ands up everyone who thought Thalamus was dead? Right, you can put 
them down again now. They're not dead, they've just been very quiet 
on the Amiga front of late, but now they intend to put that right with 
its biggest licenced game to date - Arsenal FC. 

Yes, it's another football game, this time with North London's famous Goon- 
ers getting the tie-in treatment. It doesn't sound as if there's very much new 
on offer here - it's billed as an arcade action game combining elements of 
management, like Manchester United. The action's viewed from the ever-pop- 
ular birds-eye Kick Off style viewpoint with all the usual gubbins - in fact it iooks 
a lot like Kick Off, with a similar pitch display and player size. The big differ¬ 
ence is that here the game plays from side to side rather than up and down. 

On the management side of things, the player will get to be George Gra¬ 
ham for a day and take the red-and-white warriors through the first division 
and premier league, and take part in all major domestic and european cup com¬ 
petitions (and lose them, if the game's anything like the real thing). Like this 
month's Liverpool, all the club's real players are featured, completed with digi¬ 
tised mugshots. One feature that sounds quite interesting is the match com¬ 
mentary that accompanies the main 
game - we're not sure exactly what it is, 
but it's at least a new idea and one worth 
keeping an eye out for. 

It's slightly unfortunate that Arsenal 
FC comes out after one of the worst sea¬ 
son's the club has ever had, but we'll try 
not to hold that against Thalamus - it's 
just nice to see them putting out games 
again. Arsenal's due out within the next 
couple of months, so keep 'em peeled for 
a review soon. 
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B E AST AA ASTER 

Thalamus 

W ith Psygnosis' two Shadow of the Beast games being such monumen¬ 
tal successes (there's a third on the way as we speak), it seems strange 
that they haven't inspired more clones. After spending a few minutes 
with Thalamus' latest, however, it becomes apparent that the two games have 
more in common than the word "beast" in the title. It may be something to do 
with the fact that the game's been designed by Wayne Smithson, who produced 
a string of titles for Psygnosis before moving to Thalamus for this latest pro¬ 
ject. It's a scrolling arcade adventure set in a hostile world that has the player 


(the Beastmaster of the title) on a quest to find the Guiding Light - whatever that 
may be. 

Though on the surface it may look distressingly similar to the Beast games, 
we're being promised a whole lot more. The player can move into and out of the 
screen as he battles with his adversaries (there are bundles of fighting moves) as 
well as trade with characters and, most importantly, control the members of the 
animal kingdom he meets on his travels. 

The game's played in accelerated time, with day and night sections, and the 
graphics have been provided by veteran computer artist Pete Lyon, who's worked 
on more games than you've had hot dinners, so we should be in for a visual 
treat at the very least. We'll see how the gameplay stacks up in September, when 
Beastmaster hits the streets. 




BATTLETOADS 

Mindscape 


W e promised them to you last month and by golly 
you've got 'em! These are the first pictures of the 
Amiga version of Battletoads, which Mindscape 
is currently converting to your machine from the Nintendo 
original. These early graphics are already indicating that the 
Amiga version is going to look a damn sight better than the 
rather crude 8-bit NES version - promising signs indeed. 

Originally billed as a rival to The Turtles (remember them?), 
the toads have managed to keep their popularity and cool¬ 
ness with the Nintendo-owning kiddies long after their half¬ 
shell rivals were consigned to the dustbins of pop culture. 

If you're not familiar with the game, we'll bring you up to 
speed. There are these three mutant toads who are well hard, 
right, who travel through space righting wrongs. When they 
come up against a particularly big wrong in the shape of a 
galactic villain who wants to destroy the universe (or some¬ 
thing) they pop off to sort it out. 

What follows is an arcade extravaganza as the toads bat¬ 
tle their way (hence the name) through the various levels - 
each one a different type of arcade game. Things get start¬ 
ed with a straight scrolling beat'em-up, then progress 
through a chase on high-speed rocket bikes, a descent by rope into the core 
of a planet and a platform-based arcade adventure. 

Having played (albeit briefly) the Nintendo original, we reckon it's a right 
laugh and have high hopes for this Amiga version. You've already seen how 
nice it looks, and providing it can be kept up to speed (it's quite a nippy game), 
Amiga Battletoads should be a top rollicking conversion, and maybe just to 
thing to heat up those cold winter nights. There's no firm release date as yet, 
but expect to see something more concrete around September. Ribbit! 
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id you know that if you were to take every Amiga game ever published and lay 
| them end to end, they would reach the moon and back again? Well r may be they 
would. Nobody's ever been sad enough to work it out. But one thing's for sure - if 
you got just about every Amiga game released over the last year and listed them one 
after the other, complete with all relevant information including a comment and ratings, 
they WOULD stretch from here, where you are now, all the way to the very back of the 
magazine. If you don't believe us, simply turn the page and see for yourself. You name it, 
we've got it, from A320 Airbus to Zone Warrior. We reckon that our Games Index is the 
most authoratative guide to what games are currently available for your machine and as 
such is well worth chopping down a few trees for. If you don't agree, you can always go 
and live in a commune on a soggy Welsh moor, eat berries and sing songs about 
vegetables. In the meantime us guys are off to bury some polystyrene products in the 
earth and drive around town on 4-star petrol all day. 


THE COMPETITION 

You will find that our Games Index is not only an absolutely excellent as a reference tool, 
but also a very spiffing opportunity to win some glamorous software prizes. Our first 
three Games Index competitions have all been such spanking successes that we have no 
option but to continue it. It's not easy satisfying public demand, you know. Sometimes 
we feel as if you're a pack of hungry dogs snapping at our heels. So stop snapping and 
win some prizes instead. All you have to do is answer three simple questions, the 
answers to which are lurking somewhere in the pages beyond. The first correct entry 
drawn out of the hat after August 21st will be receiving a truckload of games goodies 
shortly after. 

Send your entries to: Games Index Compo 4, The One, Priory Court, 30-32 Farringdon 
Lane, London, EC1R 3AU. 

1) Which game's designers are described as "masters of the polygon"? 

2) How many games scored more than 75% 

3) Which game is named in part after our illustrious editor? 




Splendid. Now, on with the cavalcade! 
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GHOST RATTLE 
GLOBAL EFFECT 
GRAHAM TAYLOR 

GRAND PRIK 

THE GODFATHER 

HARLEQUIN 

HARPOON 

HEART OF CHINA 
HERO QUEST 

HEIMDALL 


HOSTILE BREED 

HUDSOH HAWK 

IHDINA JONES 4 
■HOY HEAT 



RENEGADE 

512K 

MAY 92 

■■ 

91 

88 

90 

92 

92 

hi Impressive Ming iron inn hog irninrontt. This is ils lirsl Amiga lirsl game, and me 
ms and liiisls ha has engiogni la achieve song super-smart enacts are lasl 
hrealhtahiap. saperh arcade ramp. 

IMAGE WORKS 

512H 

DEC 91 

■■ 

87 

89 

98 

18 

99 

I lltorsaghig recommended arcade addenlorc siash-'em-up. saperh grannies, machos narielt 
and some hoohv magic basiaess all wrapped in a draang sagarg coaiiog el enploralion and 
discoucrg.niasii morsel indeed. 

VIRGIN 

1101 

JUNE 92 

"" 

83 

■■ 

78 

92 

86 

trigging simoiallon al me marines! am dirtiest gaaernmeei uaiercooer morn, wire laps 
and smear campaloas. til sotals aic. nil in lie name il panic secaritg. saper-slvlisn aod 
tlerelore not la evergone's laslis. 

CORE DESIGN 

512K 

JULY 91 


70 

71 

79 

66 

71 

tire released mis straight all-id blaster last neinre me renirin il me shoni-'emip and. to 
he honest, il dido'l do me cease much goad. lie general Impression is mat we've seen il all 
hetore. done sfighlig heller. 

US GOLD 

512K 

JUNE 92 

■■ 

82 

62 

87 

43 

76 

il canning isn't going m Keep pan going nr mans, hni G-LOC mill mane me lairs hen von 
are pinging ll slmplv race hg. lap blasting aelloa. and iroiahlg ine ol IIS Gold's hesi cam ap 
conversions eaer. n nice etance Irani Line n lire s Eton. 

THQLIOn 

512H 

JULY 91 

■■ 

86 

89 

78 

77 

77 

a crass leiveen a poor nan's Ghosts and Gibllis and a poor man's Slainio ol lie leasl. 
Rescue vour laaeig girllriend inn lie clinches ol someibing horrible In Ills German romp. 
Olag graphics, annovingig surprising death laris energiehere. 

MILLENIUM 

512H 

MAY 92 


69 

52 

65 

71 

70 

l sari ol cross heiueen utopia anl Sin Earn. Global ellecl las a green theme and a 
margane element, lal somehow lust daesa'l noil together as men as il might. Ohag lor an 
enirge m ills sigieol game, hat mat's ahul ll. 

HRISALIS 

1MD 

JULY 92 

■■ 

82 

76 

89 

89 

89 

despite recent mlslorlines. Idr Tailor has centrum li inoonle himsell ii something il a 
saccess slorg. endorsing ane ol me linesl management games aronnl. Apart iron anything 
else, me anmeniicitv. milt real-ilia late ler slam os piagers. is most impressive. 










the lest all rnnad racing gane/sim eaer. Go and hag ll. 

MICROPROSE 

512H 

N0U91 

JUDE 92 

95 

91 

90 

93 

93 


USGOLO 

512H 

FEB 92 

.. 

88 

76 

79 

82 

80 

os toll deserve a lair amoanl al credit ler producing a decent game tram a verg irickg 
licence, especiallg since mag mere aliened in ise airmail; ni images or plot elements trim 
am il lie dims. Sager backdrops 8 realistic perlgd theme. 

GREMLIN 

512H 

FED 92 

JUNE 92 

91 

90 

89 

92 

99 

Famicom ameers lane maria and megadrive dinners base Same. Amiga miners haae 
solaced, and non harlequin, sage spraining lends, weirs and ninderlal lies lo hash and 
pieiig ol hidden things and surprises. Soper, ns saea in ice Irani coaer. Hiiragl 

ELECTRONIC ARTS 

512K 

MARCH 92 

.. 

AO 

42 

83 

85 

84 

nngone mho amns me ol me Harpein games mill knom eiaciig mlial le eipecl. la lacl. this 
add-on dish is perhaps a lime me similar la mtai has gene helere lor mang tastes. Accurate 
as hell, hni still innls lile a dag's dinner. 

DYNAMIK 

iMh 

DEC 91 

.. 

90 

90 

81 

79 

80 

hs is airnays with Sierra games, and in parlicniar those tram the Dgnamin learn. H.o.C. Inis 
brilliant, is innig and loa. leaks staining hni is nver helore gnu hnou il. idaihe meg manl in 
leave gea wanting mire. 

GREMLIN 

512K 

JULY 91 

-■ 

87 

87 

90 

92 

91 

Gremlin's rather snccesslnl ctnaersinn trim the papaiar haarigame. lie teal mill hero 
Quest is lhal it's sippased la he rile piaging uillul me rnhhish. am ll gels pretty close, 
nil simple enoigh ler an alter caiemaa lo deal with, hat irimdig emigh. 

CORE 

1MB 

DEC 91 

MAY 92 

92 

88 

89 

87 

92 

ll gam ihoaghi mat icing a oiling mas a laugh - gen'd he right! leallg classy isemetric 
adventuring and rolllcliag tram lie man mho uas doing me graphics Hr Lillil Pinll 
(remember lhal?) 

OCEAN 

1MD 

JULY 92 

■■ 

89 

91 

82 

65 

82 

impressive lirsl slab tram a motor Oh sollmare lease li emulate lie Locaslllm style il 
graphic adoeninre. ihe higgesi problem vllh Hail's mission li rescae his children and 
retiscieer his awn Innocence. Is lhal it's simple ipp snarl. 

PALACE 

512K 

JUNE 92 

■■ 

55 

70 

70 

85 

75 

h crass heiueen a sheoi 'em up and a resonree maoagemenl game, hi earlhgiahe has 
raplired me liter mall al yeur sgace comgiee and horrible hags are gelling li. Repel the 
hogs and mend me liles. id don't id the geaeramr iverheai. oner camples. 

OCEAN 

512K 

DEC 91 

■■ 

85 

70 

85 

81 

65 

Even il gin haled the made mire man aig ilher movie in lie world, gon'll love the game, 
ioaelg piallirm aniics dished op with super side, other man me magging ol prlctg ihiecls. 
il acliallg has eery mile le da mill lie Him. id mho cares? it's lap! 

USGOLO 

iMeg 

MAY 92 


83 

70 

85 

80 

82 

isnmdric mis ol action and nzzliig. Doesn't start especiallg griipingli. id sun tarns into 
a lan mat eoen mig himsell mould lane ns hat an in some interesting character-swapping 
potential aiallailt lor eiploraiion hi. 

STORM 

512H 

MARCH 92 

■■ 

87 

89 

88 

79 

86 

liter lit dreadful Big Rua. anyone coild le lorgliea lor ihlnhlng lhal Slarm are nil esadly 
lie most reliable piriegirs al goil driving games, ills saper-sprlil clone dashes nose 
(ears, as il's great. lit hesi lap-damn racer slice III Rial tram uirgln. 


ihe mm 







































GAMES INDEX 



GAME 

NAME 



ISSUE REVIEWED 

GO 

CO 

5 

sss 

■ 

E 

e/9 

I 

BU. 

j 

e/s 

OVERALL Ed 

INTERCEPTOR 

SSI 

512H 

JULY 01 

■■ 

79 

1 

81 

82 

80 

ISHAR 

SILMARILS 

512K 

JULY 92 

■■ 

91 

94 

85 

90 

87 

JAGUAR KJ220 

CORE 

1MB 

JUNE 92 

■■ 

84 

79 

86 

79 

85 

JIRIPOUIER 

LORICIEL 

512K 

JUNE 92 

■■ 

9G 

82 

86 

81 

84 

JIMMY WHITE'S 

VIRGIN 

512R 

AUG 91 

NDV91 

93 

89 

93 

92 

95 

WHIRLWIND SNOOKER 










JOHN BARNES 

HRISALIS 

1M80 

MAY 92 

- 

77 

80 

GO 

76 

80 

EURO FOOTBALL 










JOHN MADDEN 

ELECTRONIC ARTS 

512K 

FEB 92 

JULY 92 

81 

81 

92 

99 

91 

AMERICAN FOOTBALL 










KID GLOUES 2 

MILLENIUM 

512K 

MARCH 92 

■■ 

63 

70 

64 

68 

65 

KING'S QUEST 5 

SIERRA 

512K 

OCT 91 

-■ 

93 

90 

89 

90 

90 

KNIGHTMARE 

MINDSCAPE 

512R 

FEB 92 

■■ 

84 

70 

85 

93 

80 

KNIGHTS OF THE SKY 

MICROPROSE 

512R 

DEC 91 

- 

89 

81 

86 

88 

87 

LEAHDER 

PSYGNOSIS 

512K 

NOV 91 

■■ 

92 

93 

94 

93 

93 

LEGEND 

MINOSCAPE 

512K 

JUNE 92 

-■ 

74 

85 

84 

80 

79 

LEISURE SUIT LARRY 5 

SIERRA 

1Mb 

MARCH 92 

■■ 

78 

42 

68 

88 

50 

LOGICAL 

RAINBOW 

S12K 

JULY 92 

- 

92 

80 

91 

79 

88 

LOTUS 2 

GREMLIN 

512H 

OCT 91 

■■ 

89 

05 

91 

87 

90 

LURE OF THE 










TEMPTRESS 










MAGIC POCKETS 

RENEGADE 

512R 

OCT 91 

JAI92 

90 

91 

94 

93 

94 

THE MAHAGER 

US GOLD 

512K 

MARCH 92 

■■ 

65 

62 

75 

72 

75 

MANCHESTER UNITED 

HRISALIS 

512H 

JULY 91 

- 

85 

16 

88 

86 

89 

EUROPE 











IHE unci 


Slmiiaiian ol small taints in me state lanes Cteese me gilel tl tear itierceeltr shli in 
nn tame nillt me lerrae oieriori tttenmtnt. sent item itit tame anl repair me snip 
altermarts. Itnet eiges grnseniallnt anl mart siral man stnnl. 

itttgh mnch mire a graphic alventnre mat an ire. istar is sure it appeal, itaits it it's | 
immense lasiallllli aiene. it appeal li lie tl me leteller lats (ail eterptit else mm 
hall a trait, ter mat mailer). 

ions 2 amp teller att mm Jags in Jam tracts and a nine me eirid race seasm 
menu tlrown It Hr pane measure, lately eresetlaliin. last npdaie. Oh. and a coarse 
designer lit. ini mine yen ise ll? 

it's llle at arcade li peer mi tome, ir simelhlig. lelllirigtl scrnlllii tlasi em ip 
acini, oil hen mr Ptieer most clean 01 lha galaxy nsing his eoceiieni meapons. 
harlst/coliirldl graphics anl puny tl masting. 

Detinue!) me test spans slm armnl. and yrtiamv one tl me test games an me Amiga 
tier seper realistic slimming pi sinter mm a tnie host tl neiiin an entertaining 
lealires line irict shots it mate it inn mo. 

Excellent, mnigt slightly sterner man diet oil 2. Jinn Danes is slill m otidir mat 
Dial 0. Eiripe. til stllicienllp similar it me lirsi game lor Ians nil li leel all al sea. Tain J 
piager node is especially salislylag. 

mini a mu. the lines) simtiaiitn oi mat those tmericais Pane me nerie to can 
"leithall" ener seen in the Amiga oilsierlng acute, leiaiiei plays and some lew-ieiei 
straiegi ital really turns. Etceiitni in i easy li gel into. 

Ftiiiniiig us me strprise success ol oeticod mm another side-n arcade advenmre 
masn'l me test mote hlllleiiim ctill hate male, especially since this parllcoiar example 
il me genre is rittlst. tills nay tol iiot'l last ling. Shame. 

Il's altiags a nice li see a mem sierra game, largely tecanse yno never mm otlle what 
li eiptd. here tie tate an adteninre aimed al siigmii linger platers, mm siigiiig 
easier prntlems.. Ihe presentation is alsi nicer man man. 

vine sect mat mole mm lie heard on lie telly, and mi yon can itelctme him itio voor j 
ion time li this alienlsrecnmllcence. lilts rather nice, til is pronahli a ill cerehrai 
lor viewers tl tie fli stow. 

Another completely competei! lligtl slm irom tiicrnorese mis lime me aircrall limned 
late me shape at me won lighters which tal itise lerrlllv exciting tallies oner lie 
wtiie tints and all mat. Accurate and aimispterlc. 

Eiceiletl piallorm rimp. super ceilnrin style character ivilh ramer impressive sotird 
related alililies. more enters ihae in ctnll state a Irish al. Excellent cotlril menu. 
Lois ol atmospheric ellects. 

ll may slill le me same nil hnllshll storyline, til al least legend lies alselnlely 
everythin mm a degree tl llair. hid irazers trim till minsters nsing mr bps still, 
nicr graphics and relresllngiy lime lldliiig around in cimiai. 

One ol lie heller ptzzie games, little tails are sliling teem trim me lip il me screen, 
and il's poor let li gnile mem sown me right palls li lining thins tile sale 
comlinallog discs, sotnds deadli nil htl is ream rather exciting. 

le mai le a inn lella in me rc mm inis il tars memory. Ml in in Amiga, ne's more ol 
a larce. Sierra's "anil" ainenitres il lunge lizarl larry may te may hoi inill they 
sert their hist access, me lilt's on item. 

There's to onhl mat the segnel in lolis is ae excellent game, hoi nnierinaiely me nvo- 
player mode (milch always mas mire In mao on) list liesi'l held together with the 
new tracts iisieal ol circuits system, still lie el me test arcade drltes arooni. mint. 

very gill, isl made aiieniire. set le a medieval wnrid. nt lens ir ten: entirely men 
driven, leeorporates typed (and telle genii Viriiai Theatre, where characters "n annul 
Heir iwi lisiness" regardless it ynnr actions, he. really. 

Deinlii) no inr new. magic Pictets is enter a stper cue romp wtid males an 
console games till rittlst. ir a sal glmmict iiieoltl hv me Pros will lots il ropey 
ileas Ital don'l wort it ll. Il's clear which way we leel. 

vn'ge sen tie loom maeagemenl game an you've seen mem all. fight? well. ins. von 
nave, tetter preseniaiin tm nn chance in acitaiiy cniril Ihe player on me pitch, ll 
needs a real lan il me geire lo inesi in list another version nl a ten-year old game. 

h irate move li lace ill aiainsl lie Inal Did 011 2. anl drisalis pill this ill heller lhai 
most, nil illy ins ll lul heller man 102. it acliallv plays mire like real liiltall. 

Hire's a lair ill il management lee. hvl net emgh lo pnl oil hardcore players. 


X 
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GAMES INDEX 



MONHEV ISLAND 2 

maupiti island 

NIEGDPHOENIK 
MEGATRAUELLER1 
MERCS 

MICROPROSE GOLF 
NIETAL MUTANT 


MIG 29 

SUPERFULCRUM 

MOONSTONE 


QRK 

PACIFIC ISLANDS 

PARASOL STARS 
PINBALL DREAMS 
PITFIGHTER 
PLAN 9 
POPULOUS 2 
PP HAMMER 


PREHISTORIN 
PROJECT X 




US GOLD 
US GOLD 

DIHAMIC 

EMPIRE 


MICROPROSE (GUN!) 


SILMARILS 

mm 


MINDSCAPE 

SYSTEM 3 

PSVGNOSIS 

EMPIRE 

OCEAN 

2lSt CENTURY 
DOMARR 
GREMLIN 
ELECTRONIC ARTS 
DEMONUIARE 


TITUS 
TEAM 17 


j 

ISSUE REVIEWED 

ISSUE TIPPED 

IMA 

JULY 92 


5121 

AUG 91 


512K 

JULY 91 

\ 

512K 

JUNE 91 

- 

512K 

JUNE 91 

■■ 

512N 

JAN 92 

" 

512K 

JUNE 91 


512K 

OCT 91 


512K 

JAN 92 

■■ 

512R 

APRIL 92 

" 

512H 

JUNE 92 

» 

512K 

MAY 92 

■■ 

512K 

APRIL 92 

JULY 92 

512K 

APRIL 92 

- 

512H 

N9U91 

■■ 

leg 

MAY 92 

■■ 

512N 

DEC 91 

■■ 

512K 

JUNE 91 

! 

512K 

JULY 91 

- 

i Meo 

MAY 92 




64 


94 


56 


IHE UERDICT 


70 


94 


Mire ol me sane, onlv miles letter, mis tine lie graces laie been inprooed lealin 
and me honoir is simple eocelleol. Daifd Upchurch oirloaim blew a gasiel ooer its 
shilliilness. 


Jerome Lange is 11 Ills vag lo lilgo li meet a Irleil Mai. Mrmoaieig. a ireal slirn 
means Jerome's plane lams id me straw laipiti island where mugs are ill what meg 
seen. etc. Passing sane ol lie lest msic eier learl io afloeilure gane. 


Plieili. ges. Mega. well, ainesl. improved grapllcs and silgillv nore mieresilog slip 
capalllllles are aim lie am "Mega" leaiires Ills renorimg ol lie old arcale Hosier 
has Id otter. Ohav lor noveltg value. 

ril goer shills against a lost il hostile eoolroioieois osiig a laliralorg lo create a Big 
Fighting flobol lor each sliialiio. Olreag reool - nroog eeteome! Plooig ol eeeoiles li lean 
aod some gild conoal reward giagers wiillig li ini Oegood me soallg eilerlor. 


isn't it a shame mat me people mat matte me lues ail lo lelweeo screens Hr mindless 
masters me mis have lo cepg pictures ol Arnold Schwarzenegger aid lost change his 
lair? do in realm mm mop mink no non'i nonce? sun. mo game's ohag. 


n gill game lor everyone! me hesl mug about Micrporose Boll is gen can tale or lean as 
omen ol me iidiiing Him mil usiiion ail cion choice as vn lancg. mm lie cioipnier 
glilig some seislhle demons In nisi slleailins. Sine dodgy pilggon visuals. 

Ream amend me galaig trading and shooting, sonnds me Elite? Right, nol eillhonl me 
graphics or the speed. Far more Ihieghl reinired lo oniig vourseil in this leard-game 


mo grihion with the iirsi Mig game nas mat mo nissiins vere an a ill snort lived, mis 
mol ana; iron me sipeririemip lamre ol tie game, mis eniiin goes some nag u 
addressing mat. with a more loise agenda. 


Mioisiene does a very good impression ol a game which is little more mao a slash am np 
will lancg graphics. Bit ll poo're willing 10 look a bit former. Here's some magic and 
real adooninring lorllog beneath its nltra-oloienl anterior. 


me game which mas soch a lit in 8 ill for lie Pinner-lased company llnalli cones lo lie 
Amiga. Eiceileni graphics aid some snarl ganeplag pals ills veil alive me no ol me 
mill hael'i'siasl arcade adieninres. 


Aioller shool-'em-np Irom the Psggnosls siahie. Or sliild mat le laciorg? nice scrolling 
lackgronnds. average graphics, similar siiod ellecls ail nothing non aiiwhere la sign, 
very cempeienl. hit very inaglnallve. 


mis segiel li me well-loved mam vaniee mas meed me lost about everyone hoi os. They 
appinaded lie game's oiieniahie depth and strategic merit, wine we nuclei ahooi ns 
bloctty graphics and hiring monoe management asieci. Horses lor courses etc. 

non ail ion nae men he hach. ini they're nol lad with guile the sane stele mat thee had 
In RaliM islands, li a lailasllcalle colonrinl piallorm romp, our heroes nisi Irene 
their mag li success, smart graphics hot nol gone as gold as the upper Rainbow. 

Eien llieih we Hid It ralier lard lo see lie poini ol pitman similalirs. me laie lo sag 
that Ibis is a nore enloeahle eiperience man most, mis is lame down li lie two-screen 
tables and also their variety Iran rvciet laioches to creepy graveyards. Oder. 


h rather heller gane man lie coii op which li is cinoeried irom. runcl and hid and heal 
poor wae mroagh a hist il steroid-popping weirdos In mis celdraliei el nndergronnd 
prize lighting. Siper. 

me llln was illarlonsii lad. so me gane is going lo le... it's a nil il a foregone 
concieslop llal nan 9 is larllg me best adveniore in the world. laa leu licalioos and loo 
linear a plot male ills a downright iruflge. 


fantastic segoel li lie iriginal and hesl Bid sin. Lodeie graphics ail a host il new 
horrible piagies/oolcaooes elc llal eon can lolllcl upon lie helpless mile people in giar 
domain, n great langh and a snarl siraiege gane. 


very similar lo Dll laigerns in a ill il wags. PP Banner most worn ns nae mreogti a 
nnmier ol screens nslig - yes! - lls hammer lo help with me nonereis craze pozzies 
along the wae. hot bad. acloaiig. 


Plallirm gane luiloiig III. siperllcialle atiraclive nil nllerig unrewarding. Lillie deglh. 
Heiellliie ganeplag and a rather hiring game eneiriomeii. emit so mane soperlor 
piallirn games aronol. Bit Is indv li gel a lid in. 


Oiite simple, the lest sioet'em-op lo appear 01 me Amiga m ages, wage war againsi 
nechanold insects with aa awesime arsenal ol ioieilice weapons. Siper smooth 
MM 


1 










































GAME 

NAME 

j| 

i 

ISSUE REVIEWED 

PSVBORG 

LORICIELS 

512K 

MAY 92 

PUSHOVER 

OCEAN 

512K 

JUNE 92 

RACE DRIVin 1 

DOMARK 

512K 

APRIL 92 

REALMS 

VIRGIN 

512K 

JAN 92 

RED BARUR 

DYNAMIK 

512K 

FEB 92 

RISE OF THE DRABOIt 

SIERRA 

512K 

OCT 90 

RISKY WOODS 

EA 

512K 

JULY 92 

RODOCOD 

MILLENIUM 

512K 

DEC 91 

ROBOCOP 3 

OCEAN 

512H 

DEC 91 

RUBICON 

21ST CENTURY 

512K 

FED 92 

SENSIBLE SOCCER 

RENEGADE 

512K 

JURE 92 

SHADOW DADCER 

US GOLD 

512K 

JUNE 91 

THE SECRET OF 

LUCOSFILM 

512K 

JULY 91 

MONKEY ISLAND 




SHADOW SORCERER 

US GOLD 

512K 

DEC 91 

SHADOWLADDS 

DOMARK 

512K 

MARCH 92 

SILENT SERUICEII 

MICROPROSE 

512K 

OCT 91 

SPACE ACE II 

READYSOFT 

512K 

JAN 92 

SPACE CRUSADE 

GREMLIN 

512K 

APRIL 92 

SPACE ODD 

OCEAN 

512H 

APRIL 92 

SPACE ODEST ID 

SIERRA 

iMeg 

MAY 92 



AUG 91 


JUNE 92 


DEC 91 


97 


70 


1HE UERDICI 


stt across tight solar sgsitns and lorn giaatls. ills weird lalt ti spact masiitg dll milt 
It impress as. Race lout lit 3D ctrridors. spinning arogtl it ittg lo lit salt garls ti lit 
"llsor". BKap grapgics. let itrp slorl llged. 

Dim oopi lit dtioiiots id lit right trttr to grogrtss lo lit otil itoti. Dotso'l solid 
nut uch oi a gang dtts n? well. II is. hid a good oot at mat. ritoig ti sptciai dodiioi- 
progerlies It itaro aod ist aid some colt graphics loo. worth a loot. 

h sgririsligig giagailt coittrsiai tl a nisi tojogahlt coli op. intoogi it ittst'l rtallv 
oiler nod llal hard Drloit' didn't, it's a iloroogllg worlhuililt porctast. 'cos al iho oorg 
nasi, ii's siloing lasitr. 

About a gtar lot lalt loltrloialtlg. Reams tilers lirioalli pothing that hasn't leei seei 
smenhtre ip all the fied-siais that loot gone wore ll. ll dotso'l rtallv laoe mod sgarh. 
either, hot oeoeriieiess is a piavahle and wished gane. 

occoraltlg conitrlog ip me trot leeling tl world war Ote. ggianii manage lo mane ills 
ligillhl sinoialor leei as II It Is helog pinged on egiigneol ntarlj tlghli gears old. Sim 
and onresgonslti with loads ol disls. unrealistic programming lor lie hniga. 

hnloi trig wars hate oteriahen me liltrislic cili if Ll or stmeoilere. it's gonr HI as a 
naierltl pi it strt oot lie dig's prtllens. Eicellenl graphics ail a gripping Blade 
Rioner/iDarime plot. Bollar.lar loo easg. 

flol eaaclli the nosi unshed graphical game it lie norld. ill a good old tichiig rtlloch 
nonetheless. 

ll lie lint tl release, tod's antics inhere ahtol as dnse as aigine had cone lo naiing an 
hniga game toil tile il nas mining on a console, non it's been soperceded bg lie liles ol 
Barieguii. lot oeoeriieiess. il still stalls eel as a line lenpg game. 

it nil sent bails for icean n gi for this poiggon inierprelailoo if lie siioerg eon. sot il 
realm paid ill. aid is groballi lie il me nest mooie conoerslons n date. 


90 


55 


49 


looks me a dream, nags like a oighlmare. wide larietg el siooli hiiit leoeis which are 
fill when mere are oni; a conple ol sorites n screeo lot oegin li grind lo a hail omen 
laced nilh an more. Pin. 

icliallg belter man licl oil 2? tes. Bard le belieie. let iroe. fbe hogs al sensible bane 
trinmphed li bring a game a playable, it's alnisi impossible lo imagine. Bosh down it the 
shops and lop a cepg immediateig. 

Guide ginrsell (a lip oiiia) and gonr deg la lop ninia deg. in lad) llrtigh leiel alter leoel 
etc. Foiilig enough, lie 30 inns stage is a let nicer man lets el lie hill il lie game, 
mid loans a Bit. sell. llal. Bnt ll lees pass the line. 

Simply snperb odienlire nilh long characters li tall lo. a real sense il suspense and 
pern, ticeiieii lizzies and a siper irleillg oser interlace, mo it's mu el lamaslicaiig 
had pirate inns. Whal mere do goo naol? 

SSI's tticession lo lie mainstream market strl el norls and son tl doesn't. While lie 
game is a ill mere iriendli lo lie noulee mao nano ol lleir tilers, get can tell llal me 
lirm's heart Is ream in grodicini lard cere RPfis lor lard cire planers. 

Don ills is nbal rile planing games shanld he tile, fie lirst doling ol lie eicclleil 
Phiioseape system is a true siccess as ills above aeerage rile playing romp is delated li 
troll praiswerlhg slates Mil atmospheric visuals aid sine real style. 

Mi siltnl. rnn deep etc. life as a sol commander mag melt laid a certain mgsiiioe. bnl 
alter all. it's list a lot ol hiding iron lie enemg aiderioaier isi'l II? Wrong, wrong, wrong. 
There's all mat depth charge iisiness fir a start. 

file Bragin's lair and space hce wore il. Space hce 2 tills lueig nil is ooerpricel. 
shammed an not mod mo. n lines geo might as well le watching an animalien deni lor 
ail lie control goo hate. sun. il gen libel me ethers... 

lie segiel li me rather popular lore Bnesl. this game oilers lie iiaier an interesting min 
el siraiegg and isometricnewel llastlii. nilitugl lie arcade adioi is siighlig hampered 
eg loriig siraiegg roles, lie spaccg light scenes male ll worllMile. 

hardly the most brain testing gane in lie world, fils llnoderloll sine lace oi blaster 
regimes on intelligence ill. Hr a shirt lime, dangers a ugh percentage il thrills. Shioi 
siw and sniel seme more, nmiii screlliig and sene nag 31 let. 

l rather onlerinnaie name in lit eonliioai war lelween sierra's mammon meoerg 
Iniensloe adoeilires ail lie Amiga's tapadlg. Bene lea snarl graphics and monig siy 
ill iiiiiB iiiiii ills miisimaiir- 

































GAMES INDEX 
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MICROPROSE 

512R 

FEB 92 


80 

79 




Egnip an elite snail il leer cieihal nerees le leal min cimbal llasneelnls areied tee alone 

SPECIAL FORCES 


88 

82 

88 

him neieis steelier tee eeai missile mil he a hisiage rescee el a nridge-lestrucihn? 
Eaira-leeel sirauiv from tee roasters. 








JULY 92 


27 


45 

82 

48 

Dismal siraiegg game ter "purists". Basel in tee unresting principal il dlseonerlng and 

SPOILS OF WAR 

IOTERRECIRE 

1M0 


48 

developing new iiirlds. spells ol war is simple lar mo nntrleallg and peirlg presented 
(list check tee grapllcs marP). 
















Barela cimgeienl snott-'em-ip min tee eiiei lealure nl lercing tee giager lo clientele eacn 

STAROSH 

001 SOFT 

512H 

JULY 92 

-■ 

58 

60 

64 

77 

59 

leiel mice, first Iran tell li rignt. men iron right le tell, mm a dllierenl enl nl leiel 
guardian ai each end. mom. 











inis ail lots il depth in a game ileal tar siraiegg hills, it's iteeig. nmever. that some mil 

STEEL EMPIRE 

EMPIRE 

512R 

MARCH 92 


69 

70 

75 

81 

75 

ne disappointed teal alter all me non-nan ol creating an arm el eaceiitni iigniing runs, 
it's mi mien in to aciiaiig pane mem ligni. 







78 

80 

76 

80 

grave and largeli siccessinl attempt al doing something new with tee soccer genre, tnnen 
tee same as tee liters, nil mm an interesting 3D itewpolil. suing lei diwn li imierlecl 

STRIKER 

RAGE 

1MI 

JULY 92 


82 

counts. 

SOPER SPACE 
mUADERS 

DOMARH 

512K 

000 91 


80 

75 

70 

72 

73 

ll goo are a real Slice tenders ml. teen super space miners mag well he tee game ter 
non. eiossg grainics and some neiel power-ops add snme much needed llavonr to tee 
eilremeig aid genre, lei weildn'l gen rather hate an enllreli new game? 










d rather good simoiallon ol sll-reialed antics, hut carrying all me had things abut suing 

SOPER SKI 2 

MICROIDS 

5120 

MAY 92 

- 

77 

60 

75 

65 

67 

mm n. lot enough varieii nelwtin eoenis. a nil iiriig and. on me whole, a ill ol a lei 
down. Slate. 











same neiicoiier games insist on nigging tee Hager down in long tale-oil proceinres. no 

THONDERHAWH 

CORE DESI60 

512R 

OCT 91 

000 91 

06 

89 

92 

91 

91 

seen nonsense in tee enceiieni limner nawin will atmospheric grannies and great speed, 
ll's an eecellemt mission-based blaster. 






75 

89 

55 

48 

50 

it's a shame teal ligell is so rongn aronnd tee edges, lecaise eoerime wails II in le a hig 
success, mas. lasielhall is a umgieieig dlfleremt game li loitiill. and mesi'l soil lie 

TIP OFF 

onco 

512H 

FEB 92 

-- 

Hich Btl style el contrel at all. Shame. 




JUO 92 

86 

89 

84 


87 

d lar erg trim tee wretched nine animals teal male teal awlil yowling sound when lleg're 
lying unmeitiinabie things bg listens, lltes me fii is a cole and eicellenllg presented 


TITUS THE FOR 

TITUS 

5120 

APRIL 92 

88 

leiiow li a yariegiit'Cim-siues Bremers sue in rim. noil on the segoei. 



JULY 92 




09 

88 

88 

nailer solenoid arcade stile nasenaii game, toads belter man Dimarn's similar RBI. Dsuai 
eiullenl in surts presentation, siacls nl stats and michis accessililiig. ill tils trim tee 


TU SPORTS BASEBALL 

MIODSCAPE 

1M0 

-- 

84 

08 

peipte who iriighl gen ll came From me Desert. 




JURE 92 


83 

71 

77 

95 

91 

dhseinteli enormous rile iiailig amenlire In tee land nl lord Brills!, rienlv ol dish- 
swapping and rubbish oil wirile "English" are nil minor annoyances then weighel agates 

ULTIMA 01 

MIIIDSCAPE 

lines 

■■ 

lie sheer size and eicelleilol lie package. 


5120 

APRIL 92 


80 

90 

89 


89 

niter the rigorous mail ol rormnla one BP ibis rather siger rimp is something ol a reliel. 
inis nl speed anf eiceitent computer drluers. Poiggin graphics and plenty el courses. 


UROOM 

LARHHOR 


88 

Overhead maps asn all the usual business. Bit hey. is ll gulch! 



5120 

MARCH 92 


85 

80 

00 

86 

82 

tile me id in unite wenia am lie etiolate Factor}. uiden in insi minis anont il ail 
tee lime, me resell is a crazy side-on scrolling stool-eol through western. Fantasy. Horroi 

UIDEO HID 

GREMLIN 

j 

ant Gangster scenes, seme till controls hot cimgeienl entertainment. 



5120 

OCT 91 


81 



81 

84 

Whal le in gel il gon cross me cars teal ate Paris with a isotiall match? Wild Wheels, 
teal's whal. looseig based on tee halil ol people driilng arouil on molirliles and niching 

WILD WHEELS 

OCEAO 

-- 

74 

86 

loollalls. this is sin el line teal in cars, in 3D. Derg weird. 



1Mb 

MARCH 92 



93 

83 

80 


Bh tear, toueig graphics, bieodg laughable nisi access, if gnn'oe gol a hard urine teen 
willy's teen angst adneuture liiiiuiig his pel irog Horny, bar bar. mag sill gii. von mag h 

WILLY BEAMISH 

SIERRA 

-- 

94 

84 

interested in mow that ll cimes in tweide disks, swapping Irenes abogi 

WOLECNILD 

CORE DESIGD 

5120 

JA092 

MAY 92 

84 

84 

85 

82 

84 

d igcanlhrope space arcane aditnlire. eh? Can't bane encountered manv ol tense, sort ol 
me Slrider meets switchblade meets Altered Beast (Only good) superb shape-changing 











graphics and interesting weapons, ini ultimately, it’s lie same lirmula with a new hero. 

WORLD CLASS RUGRY 

AUDIOGEOIC 

5120 

OCT 91 

■■ 

82 

84 

87 

80 

87 

Boghg is a uerp strange spirt li coewerl onto cimpuier. it's all snpposel li he hrnlses ail 
snort laments and eommnoai showers, here, however, we have to gel noolied In all tee 






80 

6( 

70 

70 

68 

siraiegg el tee game. Bice nlsnals and gold action. Plenty ol eplinns. 

li went lo tee tip il tee charts, so lots nl gon aireadg mow teal ocean's lane on tee wwf 

WWE WRESTLEMAUIA 

OCEAO 

5120 

J00 92 

■■ 

craze gave tee impression nl being rather good. Bit now many ol gin tlinn teal now? me 
game llsell is mag. bul mere's no llamligance in il. Bather tee pom nl wwf. on? 




OCT 91 




93 

91 

92 

il mag not look great, but this lumpg-slioier is really something special, me on-heard 

^HE WARRIOR 

ELECTROHIC ARTS 

5120 


79 

91 

carry-case map manes llte a nil more interesting, still, some icrg illy graphics don't 
enacllg help llis game win irieods. 































I'm all sad and lonely. 


It's easy! 

First you read 
all the latest 
news,reviews, 
previews and 
tips on all the 
hot stuff, 
then roll your 
copy round 
an iron bar... 


SrruRNS 


ia 


tt r 


■ ill 


arn 


i toil 

mile 


i Kins 


it ill 


Till 
i irrif 


mu 


mi 


anil 


i n 


bc ill 

H K 


i fir 


r is 


What's wrong with you? 

.J 


And stop him being 
a sad man? 


I've got this 
Ace hand-held 
but everyone 
beats me up 
because idon't 
know about 
games. 


will GO! beat the bullies? \* 




What he needs is a 
copy of GO! It's the 
world's greatest 
hand-held mag and 
FREE with CVGII 


...and do THIS! 


i 


I never knew there was 
so much in it! 


UN TON AFFORD 
TO MISS IT. 



























































































EXT 


ISSUE 



I n recent months, it may have come to your notice that our Next Month pages are, well, 
not exactly bursting with actual hard facts. While it is obvious to anyone with a brain 
this is simply a case of us playing our cards close to our chest, the horrible thought 
occured to us that you may actually think that we don't know what's going in our next 
issue. 

This, of course is a preposterous notion, and one which we're only too happy to dispel by 
printing, just as an experiment, a next month page with some actual information in it. 


ELITE WORLD EXCLUSIVE PART 2 

More screenshots! More quotes! More Secrets about the game everyone's talking about. 
DIARY OF A GAME PART 2 

Andrew Braybrook leads us through the more tricky aspects of turning his all-time 64 
classic Uridium into a megagame for the Amiga 

SWORD OF VALOUR 

From the magical mind of Kevin Bulmer, the man who brought us Corporation and, er. 
Terminator 2, comes a 3D game so skillful that it's almost impossible to imagine. 

THE GAMES CHALLENGE 

The mighty GameLord Whitta does battle with the first of many worthy opponents in the 
first Challenge. 

KILLZONE 

And of course, there will be another thrill-packed edition of our tips supplement, includ¬ 
ing: 

THE ADDAMS FAMILY - Rescue the family members. 

FIRE & ICE - The solution continues! 

MONKEY ISLAND - Defeating LeChuck! 

EYE OF THE BEHOLDER 2 - The complete solution begins. 

ISHAR - Tips, hints and maps. 

PLUS: All the regular News, Previews, Letters, Interviews, WIPs, Tips, Reviews, Public 
Domain and Budget roundups that you would expect from the most well hung Amiga 
magazine in the country. 

The One - September Issue 

L On sale August 21st 

n Better than any old crap from Bath or Macclesfield. 
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European Champions 


100 EUROPEAN TEAMS 
DESIGN YOUR OWN CUP TOURNAMENT 

1&2PLAYERACTION ★ 
OVERHEAD KICKS, DIVING HEADERS, Etc. 

SLICK, FAST, INTELLIGENT PASSING 
SAVE UP T010 REPLAYS AS HIGHLIGHTS 


SECOND DISC FULL OF CROWD SOUNDS 
EUROPEAN CHAMPIONSHIP COMPETITION 
AMAZINGLY DETAILED KITS 
SUBS BENCH WITH MANAGER & PHYSIO 
TACTICAL ADVICE ON OPPOSITE TEAM 
NAMED SCORERS 




Sselll Cl, Metropolitan Wharf, Wapping Wail, London El 9SS © 1992 Sensible Software. Published by Renegade 
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ATARI ST ■ 

AMIGA I 

COMPATIBLES 


You've never played anything like this before! 

Ir ftsh-Ovtr yoa will nttt Mi« Onrlf" Md a rcw sapcrsiar, €4. lit' 
«&* §R@st iysank a«d instant? likeable character ii video pats. 


OCEAN SOFTWARE LIMITED . 6 CENTRAL STREET . MANCHESTER M2 5NS 
TEL: 061 832 6633 . FAX: 061 834 0650 


THE CHARACTER COLIN CURLY"* IS THE PROPERTY OF SMITHS CRISPS LIMITED © 1987 
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